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fighting game. It will 
and show it to you. 


»-Don’ t decide between Sony's or 
Nintendo's new handheld gaming device 
until you’ve read our breakdown. 


witter.com/game 
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The Curse of 
Super zero Games 
AJ Glasser digs into the 


robiem of gs saalione o games and why 
f failed to save the worid, 


et off the creanad: 


30 Snapsho te 
MLB 11: The Show 


20 DOA: 
Dimensions 


28 Then 
& Now: 3D 


A new gaming system— 
in block form. 


State of the System 
Our monthly report on 
what we dig and what 
we ding on the P. PS3, Xbox 
360, Wii, Mobile, and PC. 


Bullet Points 
A compendium 


of recent reviews 


Jrom GamePro.com 


Retro 
A look back at 
of yore. 


FROM THE EDITOR 


‘ve been in the games business since 
1985, a time when things were a lot 
simpler. Most people in the biz were 
either making games—or reporting 
on them. Sure, you'd meet business, 
marketing, and PR people, but only at the 
really big games publishers. When you 
wanted information, most of the time 
you talked directly to a developer. And 
even if you went through a PR person 
with a question about a game, they'd 
usually put you straight through to 

the developer. 

These days, that access is all but 
shut off. A lot of companies guard their 
developers with a vengeance. | totally un- 
derstand why—the last thing they want 
is the people making their products con- 
stantly being on the phone to everyone 
who might have a question. But there’s 
another reason too: information control. 
I can’t tell you how many times I’ve done 
interviews or visits where a corporate 
minder is listening to every last word 
that’s being said. They step in when the 
interviewee gets off topic or articulates 
a viewpoint that doesn’t quite follow the 
corporate line. 

I certainly know why this has hap- 
pened, and the journalistic side of the in- 
dustry is as much to blame for it as those 
who want full corporate control of their 
information. It’s also true that the stakes 
are far higher today than they were in the 
past. But what I’m really sad about is a 
big loss in terms of the personal side of 
the business. 

Whereas developer interviews and 
meetings often used to a productive, 
exciting, and quite often extremely funny 
sharing of ideas and views, these days I 
feel almost like I’m almost listening to a 


PEOPLE POWER RETURNS 
TO THE GAMES INDUSTRY! 


corporate puppet spouting off carefully 
worded marketing bullet points and 
product-positioning messaging. That's 
most certainly not to say everyone is 
like this, but it happens an awful lot. 
Games are the star, and the people 
behind them are simply a part of the 
marketing machine. 

But I do think times might be changing. 
While the big companies will always 
exert tight control on what their employ- 

ees say, what I'll call the “indie” game 
market of small-studio downloadable 
iOS/PSN/Android and so on games is 
really bringing back the old feeling of be- 
ing connected with the developers again. 
At GDC I met so many people who were 
basically saying, “Hey—here’s my game. 
What do you think?” I was able to have 
amazing conversations about their views, 
things that were exciting to them, what 
they liked and don't like — because they 
were representing their own games, their 
own views and, in most cases, their own 
company. They were games enthusiasts 
with different perspectives being able to 
chat about fundamental things that can 
help shape the industry, without some 
corporate minder stepping in every time 
the conversation got interesting. It was 
so great to see that again. 

Because what it also means is that if 
these people are able to speak their minds 
and be themselves, they will also not be 
restricted by anything other than their 
own imagination. 

And that’s going to be great for games! 


Jaz Rignall 
VP. Content 
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15% of adult height is 
added as a teen—see how 
milk’s nutrients can help at 
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Jaz Rignall VP, Content 
Public transpor- 


tation, mobile 


perfocus do not 
mix well, as Jaz 


discovered the 


other day when 
an inadvertent mistake at a critical, 
potentially world-beating high-scoring 
moment caused him to unintentionally 
float a giant Tourette-flavored swear 
biscuit across the train. The children 
behind him who he hadn't noticed were 
highly amused: Shame he can't say the 
same about their mom. 
Now playing: /nfinity Field, Marvel 
vs. Capcom 3: Fate of Two Worlds, Rift, 
Swap This!, Bulletstorm 


Twitter: @jazrignall 


Karen Chu Art Director 


iy 


2 


Karen just 
finished a half- 
marathon in 
Disney World, 
and she was 
inappropriately 
listening to 
some very lewd gangsta rap when run- 
ning through Cinderella’s castle. Also, 
she almost vomited all over the lady in 
the Little Mermaid costume after cross- 
ing the finishing line. 

Now playing: GeoDefense (OMFG 
Twister level is brutal), Tactics Ogre: 
Let Us Cling Together, World of 
Warcraft: Cataclysm 


Twitter: @momopeche 


gaming, and hy- 


Jason Wilson Group Managing Ed. 
Jason's eating 
his own words 
after doubting 
that BioWare's 
new direction 
for Dragon 
Age // would 
completely sour this old-school RPG 
player. It’s a good thing he keeps a sup- 
ply of Pepto-Bismol in his office. 

Now playing: Dragon Age //, 

Two Worlds II, Fantasy Wars, Rift, 
Persona 3 PSP, Tactics Ogre, Dig Dug 
Remix, Galaga Remix 


Twitter: @jason_ wilson 


Tom Price Executive Editor 

4 § Considering 
how excited he 
is for the start 
of baseball sea- 
son, Tom may 
only play MLB 
11: The Show 
between now and opening day. 

Now playing: Drop7, MLB 11: The Show, 
Dungeon Raid, Fight Night Champion 
Twitter: @Tomelet 


Tae K. Kim Senior Editor 

Tae has decided 
to start clearing 
out his backlog 
so he’s fully 
prepared for 
some of the 
big, upcoming 
releases. This means finally beating 
Batman: Arkham Asylum (Batman: 
Arkham City), BioShock 2 (BioShock Infi- 
nite), and Assassin’s Creed: Brotherhood 
(Assassin's Creed 3). 

Now playing: Ca// of Duty: Black Ops, 
bad movies on Netflix 


Twitter: @taelurkim 


Patrick Shaw Senior Editor 

a ; Patrick longs 
for the day 
McDonald's 
invents chicken 
fried steak 
nuggets. He 
also can't get 
enough snapping the necks of Helghast 
in Killzone 3, Steven Seagal style. 
Now playing: Ki//zone 3, Bul/etstorm, 
Try Not to Fart (Xbox Indie), Liar’s Dice 
Twitter: @patrickshaw 


AJGlasser Associate Editor 

AJ is debating 
the extent to 
which she's 
willing to call 
herself a Re- 
naissance faire 
geek. Yeah, 
she knows what the four humors are, 
but when was the last time she actually 
went to a faire instead of staying home 
and playing medieval-themed games? It 
may be time for her to hang up the chain 
mail bikini. 

Now playing: 7he Sims Medieval 
Twitter: @Joygirl007 


Will Herring Reviews Editor 

Will not realizes 
that the App 
Store fire sales 
are only techni- 
cally “sales” if 
you don't spend 
a whole lot of 
money on games you'll probably never 
play. Oh delayed iTunes receipt e-mails, 
you're the worst. 

Now playing: Dead Space 2, Phoenix 
Wright: Ace Attourney (iOS), Radiant 
Historia, Poker Night at the Inventory 


Twitter: @gp greyscale 


Dave Rudden Associate Editor 


Dave's tax 


return netted 
him a pretty 
penny, which 
he’s hoping to 
splurge on as 
many of the 


following products as possible: a 3DS, 


NGP, iPad 2, and Rock Band 3 Squier 
Stratocaster. That, or he could pay off 
some credit card debt. Yeah, he’s going 
to go with the games. 

Now playing: Chrono Trigger (DS), 
Bit.Trip.Beat (iPhone), Street Fighter IV 
(iPhone), Trine (PS3) 

Twitter: @daverudden 


Andrew Yang Sr. Graphic Designer 
The other day, 
Will Chu gave 
Andrew a tiny 
notebook to 
take notes in. 

In his delusion, 
Andrew started 
to think he had turned into a giant. An- 
drew spent the month trying to execute 
a fiendish plot for world domination 
using his new size. But the attempt 
ultimately backfired because he couldn't 
seem to write down all the details of the 
plan inside his tiny notebook. 

Now playing: / itt/eBigP/anet 2, Flow 
Twitter: @stitchmind 


William Chu Graphic Designer 

A Will’s current 
obsession is 
Field Notes 
stationary and 
designer look- 
book promos. 
He wonders 
if there’s anything better than Ralph 
Lauren Rugby promo videos. 
Now playing: Varve/ vs. Capcom 3: 
Fate of Two Worlds, Monster Hunter Tri, 
Mass Effect 2 
Twitter: @ashjaw 


Tae Kim, senior editor 
Q of the MONTH Absolutely, 60 ’'m not ashamed of it at all. Your opinion can change over 
time or over the course of your experience with a game. | think a review 
shouldnt ever be written in stone, but the logistics of game reviews 
Last month, we let Eat Sleep requires us to make things concrete. So it leads to an interesting dilemma 
Play's David Jaffe turn the that probably requires more words than this space allows. 


tables and ask a question of Tom Price, executive editor 
the GamePro staff. This month, I'm pretty sure that every time I’ve reconsidered a score for a game, 

it's because | suspected | may have overrated it originally. We only have 
Mortal Kombat cocreator a certain amount of time to play and review a game, and there have 
Ed Boon asks us: been occasions where my initial enthusiasm has waned in the time 
playing it after that initial reviewing phase, though never so much that 
I've wanted to change a score. But | have acknowledged when a game 
didn’t maybe age as well. Not all wines mature the same, and the same 
is true for games. 


“OK. Be honest. Have you ever Jaz Rignall, VP, content 
reviewed a game, and after Yeah, definitely. It's happened to me a few times over the years, and 
; every time it has been me wanting to lower the rating, rather than raise 
ste sia time passed, changed it. Usually it's either the replay value—I think I'll go back to a game, but 
your mind about what score actually | get bored of it more quickly than | anticipated—or it’s that at 
you should have given it? very high levels, it becomes more repetitive than | thought it would. 
Were you ever tempted to It's almost always with games that require weeks and weeks of play, 
acknowledge and /or admit which are the most challenging type of games to evaluate, because the 
that after the fact?” pressure is on to deliver the review. But you have to temper that with 
: being able to play it enough to deliver a really accurate rating. The last 
game that happened to me with was the Warhammer MMO, which | loved 
initially for the first few weeks, but then about eight weeks in, became 
increasingly disappointed with. 


To Boob or Not to Boob 

Oh, Kitana—so deadly, so statuesque, so stunning. b 

But homegirl, what are you wearing? Are those 

shoelaces over your lovely lady lumps? Never in 

‘ ABOUT THE COVER the history of GamePro has there been such heated 

f was) ¢ OY “ debate over “boob laces.” For this particular cover 
a o> Situation, some feel that the laces are very telling 

of Mortal Kombat'’s outrageous and over-the-top 

Style, and others (or maybe just me) find them to be 

distracting the eye away from her whole physique. 

Hey, the girl worked hard to get that body! 


| cannot believe | just wrote about boob laces. Are we 
really printing this? —Karen Chu, art director 


EVENT CALENDAR 


4/1/11 Second-generation PS3 Move title Sorcery 


is slated to come out today. No fooling. hits theaters. Kenny Powers is a knight. 


4/15/11 Leonardo da Vinci is 
558 today. Get off his lawn. 


It’s a big month for holidays—Passover, 
Easter, Administrative Professionals 
Day—but it’s a bit sparse on the games 


and movies, save fora 


4/19/11 It’s a Passover miracle! SOCOM 4, Mortal Kombat, and Po 


4/8/11 Medieval stoner comedy Your Highness 


4 ee 


rta 


4/12/11 MotorStorm: Apocalypse, or 
racing meets 2012, hits the gas. 


12 all release today. Ditch your Seder 


to play any or all of these—everyone will probably just assume your empty chair is for Elijah. 


geetette, =o OMe 


couple of the most 


anticipated titles of the year. 4/20/11 We're just chillin’, 


Release dates are subject to change. 


4/21/11 National High-Five 
Day. Don’t leave us hanging. 


man. Pass the Doritos. 


4/22/11 It’s Good Friday and Earth Day—and Conduit 2’s release 
day. So ditch church and your hippie rally and worship your Wii. 


Inventor of 
Jarate... 

The JAR-Basex 

Karate! 


5 FREE 
GIFTS 
If you act now, 
in addition to 
my complete 
course, you will 
also get these 
five valuable 
outline courses. 


4/26/11 Hug An Australian Day. 
Careful not to spill their beer. 


ANIMELEXPO 48% 2011 


Los Angeles Convention Center July 1-4 


JOIN THE FUN! 


PRE-REGISTER NOW AT 


WWW .ANIME-EXPO.ORG 


REGISTER TODAY TO TAKE 
PART IN THE LARGEST 

ANIME AND MANGA FAN-FEST 
IN NORTH AMERICA. 


SOCIETY FOR THE PROMOTION 


OF JAPANESE ANIMATION 


* FACEBOOK CON CAMEO ~ 
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May Reply of the Month 


[ne Unbearable Lisntness 
of VideoGame HUmcr 


While I do agree with Rocco, | Sn we cling 
deo-game humor for an additional reas« 
se of community. Even thou a ton ¢ fli living video- 
game jokes walk around convention halls thease days. you 
can also see aton of memes einen re on display. 


)Vi1 


“e-mail letters, comments, ideas to feedback@gamepro.com 


ideo-game jokes and In let 

memes do not necess< ath 

originate from a the Same 
vein of oe ; video-game jokes, 
however, of ae oO Internet 
memes. on joke froma video 
game can have the same effect on 
the playe rth at Rocco describes, 
bul t only asmall portion spreads 
through the Internet like a virus 
and roa UIT ned into costumes and 
se are eon oe 

lisp tay t the v WoO] “ i We — t 

" sel a deep attachment to the 
when we first encounter them 
during play, but vide o-game jokes 
function on ano tne} level when 
we tote them around like our new 
accessories: We want others to 
noti ice Kelly Burke via e-mail 


YOU SAID: Hacking the PS3 is no big deal, 
and people should be able to do whatever 
they want with anything they’ve purchased, 
so long as their intent isn’t criminally ori- 
ented. If all these hacks do are allow owners 


to run the OS however they want and play 
whatever software they want, then it comes 
down to the responsibility of the individual 
as to how they use their system. Sony should 
back off but monitor the situation carefully. 
—natethegamer via GamePro.com 


CONTINUED ON PG. 12 


It’s like getting 8 issues of GamePro free 
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Call of Duty: Black Ops 
By mrhammer 


= ; If you've played a Cail of Duty game before, 
‘es A particularly one of the last three, you probably 

re CALL DUTY know what to expect here. And when you get down 
> o to basics, this might as well be a clone of Modern 
iy Warfare 2. Yes, it’s set during the Cold War rather 
than WWII or some quasi-futuristic war-torn world, 
but the gameplay feels exactly the same and ends 
up consisting of most of the same kinds of levels 
against the same kind of enemy A.I. (it also has a scene in a SR-71 Blackbird 
spyplane—which is the biggest disappointment of the entire game and 
might as well have been cult. It’s not interesting, and it serves no purpose 
other than another blurb on the box.) 

One thing | do give Black Ops credit for, though, is more emphasis on 
story. In this game, Treyarch is actually trying to create some characters 
who aren't just there for A.I. help. You may not grow to love them, but you 
actually do care alittle bit more than usual. The story-line they toss you into 
is full of your typical Cold War paranoia, and even if it isn’t terribly original, 
it’s a far cry from the best the series has offered. 


Still, if you’re expecting something to top Modern Warfare 2, you probably 
won't find it here. | can’t say why, but something about this game just 
disappoints. Infinity Ward had established themselves as the team to beat 
before all their personnel issues, with Treyarch always being considered the 
second-stringers. Very little is done to actually improve the game. You don’t 
have to fix what ain’t broke, but eventually, not being broke doesn’t mean it 
doesn’t need a change. 
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Star Wars: 

The Force Unleashed II (Wii) 
By trex93 

Star Wars: The Force Unleashed 2 is a complete 
letdown of a game. 


The negatives of this game completely outweigh 
its positives. The gameplay is repetitive and 
monotonous and leaves much to be desired. It has 
only four levels, with each clocking in at around 
an hour. Factor in the cinematics that take up 

half of the time within each level and you’re left with very little fun and 
original gameplay. 


The emphasis on cut-scenes doesn’t help the story. The game has to do 
with a confused Jedi trying to determine whether he’s a clone or the subject 
of brainwashing. Like most modern-day games, a female love interest’s 
thrown in the story. In the end, it’s pretty forgettable. 

Please save yourself the $50 and either rent it or borrow it froma 
friend. You’re not missing anything unless you just want to kill things with 
lightsabers and Force powers. 


kak 


The authors for each of this month's featured user reviews win a random 
game for the console of their game review. To review a game on GamePro. 
com, Click on the “User score’ link on the GamePro.com product page or 


review page. 


YOU SAID: [ have yet to get into any fitness 
game, mostly because I feel like I wouldn’t get 
into them as a habit. Additionally, I’ve been 
prejudiced against them as merely an exten- 
sion of our “quick fit fix” culture rather than 
as tools developed with a genuine interest in 
getting people healthy. I know some of them 
have and I ought to embrace it, but I see them 
as just another peripheral to gather dust. 
Maybe if I tried it for a month, it’d be 
different—it’s too bad there’s no “try it free 
for a month’ option for Wii Fit like there is for 
most home gyms. 
—Fat_Bot, via GamePro.com 


YOU SAID: | disagree. One hundred-plus dol- 
lars is a lot to spend so that I can replay Heavy 
Rain or Dead Space with slightly improved 
controls. And having played a couple of the 
games that don’t require Move with the Move 
controller, I would say you're not really miss- 
ing much. So yes, I am going to wait for the 
“Killer App.” 

—Mr_Burninator_X via GamePro.com 


@GamePro 

An open-world zombie 
game's coming to XBLA. 
What remaining genres 
would you like to see 
filled with the undead? 
Best answers posted. 


@OneO/fSwords: 
Remember Dead Rush? 
That was absolutely the 
game I was most stoked 
for after E3 2004. Then 
they canned it. :/ 


@Rey Perez: 

I'd like to see a game 
similar to Sim City. The 
player would cause out- 
breaks as well as raise/ 
nurture special types 

of undead. 


@HLLivingLoco: 
Pro Wrestling, of course! 
WwWuUndead. Nuff said. 


Have a gaming-related sketch, painting, model, 


an ssioaieadhs WAAEA BrALna runes ihe aA 
toy, costume, pnoto, O} other wise uncategorizable 


piece of art youd like to see featured in GamePro 
magazine? Send it to feedback@gamepro.com 
or mail it to GamePro Art Attack at 501 Second 
Street, Suite 500, San Francisco, CA, 94117 


for your chance to win! 
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Prince Of Persia, and Splinter Cel; 


Metal Gear 1-3: 


Halo & Halo 2: 


Final Fantasy X, X-2, and XII: 


Max Payne and MP2: 


THeeeet 


What previous-gen series do you want 


n May's Spawn Point, we show our war-faces in a world-exclusive 

look at the GI. Joe-inspired Renegade Ops, exchange blows withthe 

voluptuous fighters of Dead or Alive: Dimensions, face off against 
malformed abominations in Rage, and engage in intergalactic battle in 
Warhammer 40,000: Space Marine. 


« Above: The face of Renegade Ops: the battle-hardened General Bryant. Story on page 22. 
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paradox 


IMEEM ACT EWE 


BOUARE CNIX 
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The artistic influence of movies like The Road Warrior 
are clear when you see this denizen of the wasteland. 


RAGE 


Id Software mines their frag- focused past while injecting 
plenty of fresh ideas into their visually stunning 


postapocalyptic shooter, Rage. 


WORDS BY MATT CABRAL ** 


nyone who's seen screenshots or 
surfed videos of Rage, id Software’s 
first big budget title since 2004’s 


Doom III, has likely had the same reaction: 
Upon collecting their jaws from the floor 
they likely rushed out to place a preorder. 
Heralding the arrival of the horsepower 
pushing id Tech 5 engine, Rage is, without 
question from even the most jaded fans of 
the genre, a gorgeous game. 

This isn’t lost on id cofounder and first- 
person-shooter pioneer John Carmack. 
“One of the things I’m most proud of, from 
a technology standpoint, is that I think it’s 
clear we are at least arguably the best-looking 
game on the current generation of consoles,” 
Carmack says. 


Rage-ing Graphics 

Given id’s impressive pedigree and the 

title’s eye-popping promise, it’d be easy to 

let Rage ride out its wave of fanboy-fueled 

enthusiasm, assume it’ll make Metacritic 

its bitch, and call it a day. But we’ve been 

burned before by prettied-up screenshots and 

marketing-spun buzz, so simply eating up the 

surface “wow” factor doesn’t cut it anymore. 
Speaking enthusiastically of id Tech 5’s 

processing power, Carmack insists the trailers 

and screens are 100 percent representative 

of the final product. “It allows us not to be 

limited to blowing the entire budget on one 


66 Youre supposed 
to have great game- 
play, great graphics, 
great story, long play 
experiences. All 

of that is expected 
for the sizeable 
Chunk of money 
people pay for these 
games.99 


—John Carmack 
cofounder, id Software 


screenshot. We can have an entire world with 
that level of detail. We’re limited only by the 
amount of labor resources we can put into 
crafting it.” 

Nearly convinced that Rage’s under-the- 
hood goods could power the Death Star in 
a pinch, I took it for a test spin. Sporting an 
art style that lands somewhere between the 
hyper-realism of modern military shooters 


like Call of Duty and the personality-packed 


approach of titles such as Borderlands and 
Team Fortress 2, Rage’s graphics are the real 
deal. Of course, it doesn’t hurt that it clips 
along at a steady 60 frames-per-second 
without a hitch. 


Reloading the Shooter 


| As pretty as it is, beauty is only skin deep—or 


at least as deep as the infected flesh of a 
wasteland-wandering mutant. Thankfully, 
Carmack, as confident as he is of Rage’s 
graphics, is quick to detail where id’s previous 
products needed improvement. Citing things 
like “too dark” levels, corridor-shooting 
gameplay, and a lack of narrative depth, he 
stresses the importance of straying from the 
developer's comfort zone for Rage. 

“You're supposed to have great gameplay, 
great graphics, great story, long play experi- 
ences, Carmack says. “All of that is expected 
for the sizeable chunk of money people 
pay for these games. We're bringing new 


elements...a vehicle-based world, a wasteland 
to traverse, vehicle upgrades, and job and 
adventure mechanisms that take you through 
the entire story.” 

While my demo jumped around a bit, I 
definitely got a taste of id’s refreshing take on 
the FPS. I came across a number of colorful 
characters offering optional side jobs and 
blew a subterranean weapons cache to hell by 
detonating controllable RC cars. I even took 
on the Kraken—a tentacle-flailing boss with 
an off-road vehicle tire fastened to his back— 
in Mutant Bash TV, the kill-or-be-killed game 
show previously teased in the popular iPad 
app of the same name, the first to sport the 
Rage engine for iOS. 


Not Your Average 
Postapocalyptic World 

I also tooled around in a dune buggy (see 
sidebar) and lopped the limbs off flesh-hun- 
gry foes with a boomerang-like death-dealer 
dubbed the “Wingstick.” Even cooler, I fiddled 
with Rage’s intuitive engineering system; the 
RPG-light feature allows you to loot meat- 
bags for useful weapon and gear components. 
Once our satchel was brimming with mutant- 
dropped goodies, I built sentry bots—perfect 
for laying down cover fire—and kill-bursts, 
which are single projectiles that pack the 
stopping power of six bullets. I also crafted 
some “fat mamma” ammo; sadly, I didn’t get 


fun—and pleasantly squishy— 
alternative to popping 
evil-doers with one of Rage’s many 
hand cannons is to mow them down 
in your dune buggy or ATV. Rage is 
by no means a Car-combat game, 
but its driving segments certainly 
complement its Road Warrior-like 
vibe. Whether racking up road kills, 
competing in races and challenges 
(the game tasked me with running 
over meteorites before they burned 
into the ground), or just ogling the 
scenery, driving offers a welcome 
change of pace from the nonstop 
action. Additionally, keeping with the 
game's character progression, you 
can pimp your ride with spiked tires, 
shields, mounted guns, and other 
wasteland protection your AAA 
membership probably doesn't offer. 


a chance to fire any of these curiously named 
bullets. But I can’t wait to see what kind of 
chaos they unleash. 

Our time with the controller, which took me 
from sun-baked deserts to a meteor-scarred 
metropolis, barely scratched the surface of 
the brimming content promised for the final 
game. Rage boats an expansive world, packed 
with underground bunkers and stretching 
landscapes, six enemy clans—in addition to 
all those pissed-off mutants—and enough 
upgradeable goodies, side and story missions, 
and crazy-ass characters to keep me busy until 
the last Mad Max—wannabe has had his entrails 
smeared on our tires. 

While id’s no doubt looking to match, if not 
exceed, the expectations of a gamers brought 
up on shooter experiences such as BioShock 
and Borderlands, their crosshairs are still 
squarely focused on their roots. Any contrary 
concerns were squashed like an irradiated in- 
sect when Carmack concluded my interview by 
clearly stating Rage’s core focus: “If we're going 
to hang our hat on something, it’s that it’s got 
to be a great first-person action game.” 

I look forward to braving Rage’s twisted 
world—and filling baddies full of “fat mam- 
mas’ —when it lands like an Earth-crushing 
meteor on September 13. 


CRUCIBLE OF GAMEMAKERS 


lot of incredibly talented people have worked at id over the years, and the games they 
worked on there as well as the games they each subsequently made for other developers 
and publishers represent some of the most notable titles of the last decade (and longer). 
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011 is shaping up to be the year of 
the fighting game thanks to new 
Street Fighter, Tekken, and Marvel vs. 
Capcom releases. But it’s the Dead or Alive 
franchise's foray on the Nintendo 3DS that 
has us completely captivated. The series 
is known for its high-quality visuals, its 
aggressive combo-driven fighting, and the 
bouncing breasts of the female characters— 
and we're looking forward to all of these— 
but developer Team Ninja has some new 
ideas for the fighting genre. 
“Deep down, a fighting game should be 
a game where you actually fight someone,” 
Team Ninja lead Yosuke Hayashi says. “[DOA 
Dimensions] was created because we thought 
the 3DS features would add something to the 
genre and franchise.” 


The fighting-game genre matured in 
Japanese arcades where players could sit 
across from each other at arcade machines 
and hash it out. This model never really 
took off in the West, but with the advent of 
PlayStation Network, Xbox Live, and WiFi 
connections, the compulsive need to connect 
with people is more of a selling point for 
fighting games. Lucky for Dimensions (and all 
other fighting games looking at the handheld 
market), the Nintendo 3DS can not only con- 
nect to Wi-Fi networks but also can transmit 


player data even when the player isn’t playing | 


the game with its StreetPass feature. 


Taking it to the Street(Pass) 


Enter Throwdown mode—a Dimensions 
game mode that uses Street Pass to connect 


This 3DS launch title is something between a prequel, 
a port, and two bouncing breasts. 


players the way Japanese arcades do. The 
way it works involves two players who own 
(and have played) Dimensions pass within a 
certain range of each other while carrying 
their 3DSes. The consoles swap Dimensions 
gameplay data and create an avatar within 
the game that represents the other person, 
down to their playing style. Next time you 
crack open your 3DS, you can select this 
avatar and fight it as if you were playing a 
real-time multiplayer versus match against 
that person. If you should pass by that person 
again in the future under similar conditions, 
the player data will update to reflect any 
changes to their fighting style or strategy. 

It’s a unique idea, so far only available in 
Dimensions (Super Street Fighter IV 3D Edition 
uses StreetPass differently). 


But as cool the gameplay sounds, you’re 
probably wondering about the boobs. Not 
that we blame you—the DOA series got its 
start by grounding itself equally in fighting 
mechanics and sex appeal. Almost half the 
cast of playable characters is female, and four 
spin-off games in the series focus only on the 
female cast in a beach setting with breast- 
bouncing mini-games—and no fighting what- 
soever. After those side excursions, many 
thought that the series would go tits up (pun 
intended) when Game Director Tomonobu 
Itagaki left Team Ninja in 2008 and the next 
game, Dead or Alive: Paradise, turned out to be 
not much more than a bouncing-breast-fest 
and was roundly panned by critics. 


For a New Generation 
But with Dimensions, Team Ninja not only 
wants to recapture what made the main 


series of games great but also introduceittoa 


new generation of gamer that may only know 
fighting games through handheld, networked 
devices. To that end, the game includes both 
traditional fighting game modes like Versus 
and Survival and a Chronicle mode that 
covers the entire plot from the first game 

on through Dead or Alive 4. All the old cut- 
scenes, story points, and character endings 
get a 3DS makeover, and Hayashi says about [> 
50 percent of Chronicle mode willcontain 


new cut-scenes and story content to fill in 
plot holes. And yes, the boobs will bounce. 


eelLeep down, afighting game should bea 
game where you actually fight someone. 


[DOA Dimensions] was created because we 
thought the 3DS features would add some- 
thing to the genre and franchise.99 


—Yosuke Hayashi, Team Ninja 


1. You play Dimensions. 


2. Some stranger 
plays Dimensions. 


3. You pass some stranger on 
the street. 


4. Your 3DSes swap data. 


5. You turn on Dimensions and 
find the stranger’s “avatar” 
as a Challenger. 


6. You fight the stranger’s 
data—it mimics his fighting 
style based on the moves he 


employs and the 
strategies he uses. 


7. Elsewhere, the stranger, 
fights your data—learning 
your moves as you learn his. 


&. Months later, after you've 
mastered how to kick the 
stranger's ass, you pass him 
again on the street. The 3DS 
updates each player’s data. 


9. Repeat steps 5 through 8. 


World Exclusive: ‘|'he creators of Just Cause unveil 


their tribute to 80s military action franchises like 
Gl Joe, Rambo, and Desert Strike. 


WORDS BY PATRICK SHAW 


weden’s Avalanche Studios built 

their entire reputation on Just Cause, 

their acclaimed action franchise that 
follows the exploits of CIA black-ops agent 
Rico Rodriguez as he hunts down tyrants 
scattered around the globe. Since the release 
of 2010’s Just Cause 2, however, Avalanche 
has been working on a new game they 
describe as “a very different beast.” 

As it turns out, Avalanche’s Renegade Ops 
actually has more in common with G.I. Joe 
than anything the studio has done previ- 
ously. Game Director Axel Lindberg explains 
that’s precisely the vibe they’re going for, one 
that evokes a “strong sense of nostalgia” for 
players who grew up with ’80s Marvel Comics 
series and animated TV show, G.I. Joe: A Real 
American Hero. 

Presented as a vehicle-based shooter fea- 
turing an isometric viewpoint, Renegade Ops 
is also heavily inspired by top-down military 
shooters like Desert Strike, Cannon Fodder, 
and Jackal. “Renegade Ops is our tribute to 
games of that era, wrapped in 21st century, 
triple-A technology,” Lindberg says. Ava- 
lanche is also creating the game as download- 
able title, which is a change of pace for the 
developer. But they insist it’s not some flimsy 
arcade game you'll get tired of after an hour. 


Got to Get Tough 


One of Renegade Ops’ early missions drops 
players on an island, where they control one 
of several “Renegades,” including its leader, 
General Bryant. As Bryant you storm the 
tropical criminal hideout commandeer- 

ing jeeps armed with 50-caliber machine 
guns, helicopters, and a wide array of other 
military vehicles. Combat is not confined to 
the ground; battles take place on land, sea, 
and air. 

Lindberg explains that a psychotic mad- 
man named Inferno (Renegade Ops’ answer 
to G.I. Joe’s Cobra Commander) has taken 
the entire world hostage, which makes every 
nation turn a blind eye to Inferno’s crimes 
against humanity. In our demo, Bryant 
ripped through packs of Inferno’s minions 
with his vehicle's mounted gun and even 
used his jeep to bulldoze enemy buildings by 
driving straight through them as if they were 
made of cards. It’s cheesy, sure, but that’s 
entirely the point. The Renegades are a liv- 
ing, breathing, killing homage to ’80s action 
heroes and comic books. 

In addition to the island, Renegade Ops 
takes players to a variety of other locales, 
such as rain forests and barren deserts. Each 
level has its own set of environmental effects, 


Age:53 

Nationality: USA 

Founder and leader of the Renegade Ops, 
the beret-sportin’ badass General Bryant 
has along and “unblemished” career 
with the United States Army. Bryant has 
carried out top-secret operations for the 
government, receiving medals for serving 
his country. While exposed to the horrors 
of war his entire life, Bryant isn’t jaded, 
and according to his official dossier, he 
“still hangs on to the belief that there is 
goodness in people and has committed 
his life to protecting those in need.” While 
he bears somewhat of a resemblance to 
Metal Gear's Solid Snake, Bryant doesn't 
sneak around—he prefers to slaughter his 
foes head-on. 


//PAn 
Homage to 


A look at the inspirations for Renegade Ops 


The Punisher 
(2000 to 2001) 

Marvel Comics’ grim 
12-issue The Punisher series 
comes from the pen of 


Garth Ennis and illustrator 
Steve Dillon. 


G.I. Joe: A Real 
American Hero 
(1982 to 1984) 

Hasbro's military-themed 
action figures spawned a 
successful animated TV 
series and comic-book line. 


Just Cause series 
(2006 to 2010) 
Avalanche’s Just Cause 2 
features the same engine 
that brings Renegade Ops’ 
richly detailed outdoor 
environments to life. 


The Strike series 
(1991 to 1997) 

EA's long-standing vehicle- 
based shooter series in- 


cludes Desert Strike, Jungle 
Strike, Urban Strike, Soviet 
Strike, and Nuclear Strike 


too, like violent storms. Lindberg stresses that 
while action and mass destruction is definitely 
at the heart of the game, mission objectives in- 
clude more than just “blow everything to bits.” 
Some missions task you with such things as 
rescuing hostages and crashing through heav- 
ily guarded enemy territory to stop the launch 
of a goliath life-extinguishing missile. 


A Graphic Presentation 


Renegade Ops’ tone isn’t the only thing that 
borrows from comics and games of the ’80s 
and ’90s. The story and cut-scenes overlay- 
ing the action are in the style of comic-book 
illustrations, which contrast sharply with the 
game's vibrant, realistic environments. “The 
art style takes inspiration from the old G.I. 
Joe cartoons mixed with modern Marvel,” 
Lindberg says. “Garth Ennis’s gritty take on 
The Punisher is a big inspiration for the look of 
our game’s art.” 

He emphasizes that while Renegade Ops is 
a throwback to the past, it’s not a primitive 
gaming experience. “Renegade Ops is definitely 
a 2011 video game. We want Renegade Ops 
to capture the essence of games from ‘back 
when, but we don’t want to be perceived as an 
HD remake of games from back then. 


“The notion of developing an ‘old school’ 
game using the engine behind Just Cause 2 was 
mind-boggling,” he adds. “But when the proj- 
ect was signed, we jumped on it like giggling 
children at a candy store.” 


Digital Deployment 

Renegade Ops Producer Andreas Thorsen sees 
advantages in developing games as meaty 
downloadable experiences rather than retail 
releases. When asked if he thinks we'll see 
more console game designers move toward de- 
veloping games exclusively for downloadable 
services, Thorsen says “We’re already seeing 
it. There are quite a few small independent 
studios with developers coming from triple-A 
development backgrounds. 

“We believe we have the best of both worlds: 
a triple-A game engine to work with and a 
lot of benefits of being a small team with a 
big company to support us. We don’t have to 
worry about the same kinds of things small 
studios do.” 

In addition to shorter development cycles, 
the team at Avalanche Studios says developing 
for digital release is also conducive for creativ- 
ity and ensuring their game offers the best 
experience possible. 


6@ | he notion of 
developing an old 
School game us- 
ing the engine be- 
hind Just Cause 2 
was mind-boggling. 
But when the proj- 
ect was signed, we 
jumped on it like 
gigsling children 
ata candy store.99 


—Axel Lindberg, game director 
for Renegade Ops 


“Being a small team,” he adds, “relieves 
us from a lot of communication layers that 
multiple team environments have. We have 
the benefit of seeing our project from start to 
finish with very little interference. And that 
makes a big difference” 


// Profile: Inferno 
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Age: Unknown 

Nationality: Unknown 

Demonstrating his sheer ruthlessness and 
power, terrorist leader Inferno detonates 
a devastating bomb in the middle of 
Europe—a weaponized incendiary 
composition called “Liquid Volatile 
Amonescence.” The threat of subsequent 
LVA attacks causes the world’s leaders to 
cower in fear, which in turn allows Inferno 
to build his empire of evil. With no one to 
challenge Inferno, it’s up to General Bryant 
and his band of Renegades to take him 
and his men down. 


©) / sounn ort: 


Renegade Ops’ sea battles are strikingly reminiscent of Capcom's 
arcade shooter 1942, such as this one where the Renegades assault 
Inferno’s aircraft carrier with a barrage of missiles. 


ATTLE TANK REPORTING W! [PM 


“My childhood love of military porn had two main categories; 
building 1/35th scale WWII models and playing with G.I. Joes. 

The model-making came from a love of miniatures and a deep 
fascination with the historical weapons of war. But my Joe 
proclivities were purely about entertaining myself through 
collecting and playing with my personal army in some friend’s 
backyard. Blowing up the models with firecrackers came much later. 
At first glance, I’m intrigued by Renegade Ops, not only for its Joe- 
inspired character design and art style but also because it reminds 
me of playing inside a huge diorama filled with the coolest tanks, 
choppers, and planes. If you wanted to make a game to make the 
10-year-old Tom wildly happy, Renegade Ops would probably be it.” 
—Tom Price, executive editor 
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elic knew the “Gears of 
Warhammer” jokes were coming. 
It’s hard enough for third-person 
shooters to escape the orbit of Epic Games’ 
opus; it’s nearly impossible when this 
shooter is called “Space Marine.” So at 

the end of his presentation to the press, 
Warhammer 40,000: Space Marine 
Director Raphael Van Lierop takes 

the offensive. 

He produces a slide clearly delineating the 
differences between his game and Gears of 
War, emphasizing Space Marine’s focus on 
melee weapons and larger unit counts. In 
Space Marine, Van Lierop says the action re- 
volves around making quick, short-term deci- 
sions and moving in for the kill. And there’s 
one really big reason for all the emphasis on 
fast-paced combat: “Space Marines don’t take 
cover,’ Van Lierop says emphatically. 


Don’t Call it 
‘Gears of Warhammer’ 
Yes, in developing a third-person shooter 
based on the Warhammer 40K, Relic is forego- 
ing the mechanic that’s such an integral part 
of many shooters. And what’s even more sur- 
prising is that it works. Space Marine’s blend 
of melee combat and shooting plays remark- 
ably smoothly, even in the pre-alpha build. 
The decision to forego a cover system 
didn’t happen on day one. In the early going, 


From tabletop figurines to beefy 
marines, Warhammer grows up. 


»> WORDS BY KAT BAILEY *." 


the team experimented with a number of 
cover-based approaches, but it soon became 
clear that it interrupted the flow between 
melee attacks and shooting. As melee combat 
became more prominent in the gameplay, the 
team opted to drop cover altogether. 

“He's not like a U.S. Marine in armor. 

He’s a medieval knight, or even a tank, so 
that’s really the idea that we try to play to,” 
Producer Andy Lang says. “Moving away from 
the cover idea, it wasn’t like we were trying to 
kick sand in it; the game just pulled itself in 
that direction.” 

The result is a system that feels quite dif- 
ferent from many other modern third-person 
shooters. As Van Lierop’s slide notes, much of 
the action in your typical cover-based shooter 
revolves around taking a position and holding 
it until it’s no longer useful; in Space Marine, 
dozens of enemies pour in from all sides. The 
hack-’n’-slash melee battles that follow bring 
to mind Darksiders or God of War, only with a 
distinct shooting component. 

It’s not easy bringing those two elements 
together. Lang likens it to “mushing two 
genres together,’ with the two Relic bywords 
for making it work being “momentum” and 
“cadence.” The momentum comes out of 
feeling like you're Schwarzenegger’s T-800 
from The Terminator as you move forward 
slowly but implacably, sniping enemies at 
a distance while using your Chainsword to 
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take down anyone who gets too close. The 
cadence comes out of a simple choice: ranged 
or melee? 


To Melee or Not to Melee? 
“One of the things you'll notice is that a lot 
of our ranged guys are up on higher ground,” 
Lang says. “The reason is that it allows you to 
look up; when you’re surrounded by a bunch 
of guys at eye level, it lets you see who’s 
shooting so you can pick them off. So that’s 
the rhythm that you'll see in a lot of our en- 
counters, deciding whether to hit the melee 
guys on the ground or the shooters 

up above.” 

To that end, one of the tools Space Marine 
offers is the “Fury” attack. After charging up 
the meter with normal attacks, it’s possible 
to either take out a large group of Orks 
with a single melee attack or go into what 
amounts to bullet-time. With Fury activated, 
it becomes much easier to take out the snip- 
ers and rocket launchers lurking up above, 
both of whom can become a major problem 
in a protracted battle. But Fury also has to 
be saved up for shield-bearing Orks on the 
ground, as normal melee attacks can’t easily 
defeat them. 

The decision on whether to focus on the 
enemies on the ground or the snipers up top 
appears quite frequently in the four levels 
Relic showed. The most memorable of the 


encounters pits you against the forces of 
Chaos, which is the second enemy besides the 
Orks that Relic’s revealed. Fighting through 
a Narrow canyon, you must contend with a 
Psyker (Warhammer’s race of psychics) using 
powerful ranged attacks as well as snipers 

on the ridge and numerous demons on the 
ground. Survival means knowing when and 
how to deal with each enemy in turn, as 
simply attacking indiscriminately will almost 
always result in you getting overwhelmed 


and killed. 


New Battlegrounds 
and Exotic Weaponry 


If there’s a danger to this approach, it’s that it 
can start to feel stale after a while, particu- 
larly given that many of the levels shown 
take place in a drab factory world nicknamed 
“Planet Detroit.” They include a battle 
through the city’s sewers and a junkyard, the 
most interesting of the encounters being a 
“hold the line” battle with a group of Imperial 
Guard (Warhammer's designated red shirts). 
Lang did, however, promise that the game 
would have a wide variety of environments, 
some with “quite a bit of color” in them. 

“There’s a battlefield you didn’t get to 
see, but it feels like Dawn of War,’ Lang says, 
referring to the real-time strategy series that 
also takes place in the Warhammer 40,000 
universe. “There's a bit of blending going on 
in those areas, and when you see it, I think 
you'll feel like it has an almost organic feel 
toi. 

Those same battlefields may also bring to 
mind Warhammer’s tabletop roots, as Relic 
is promising to drop players into some of 
the large-scale battles the series is known 
for. These battles are where the franchise’s 
trademark vehicles will make an appearance, 
though they'll mainly serve as ambience. 


The closest you will come to actually piloting 
a tank will be during one of the setpieces, 
which puts you in charge of a turret. 

Also appearing in the setpieces are so- 
called “exotic weapons,” which are built more 
around being fun to use than being balanced. 
One such weapon is the “Heavy Bolter,” which 
amounts to a 500-pound chaingun—just the 
sort of hardware that the Space Marines are 
known for. The powerful Terminator Armor 
will also be making an appearance, though 
“not in the way you might expect.” 


Getting It ‘Right’ 

Of course, the focus on setpieces means that 
Space Marine isn’t so different from Gears 

of War, no matter what the charts contrast- 
ing average enemy counts and engagement 
distance say. Relic’s stated goal is to create a 
“blockbuster action game,” and they’ve been 
none too subtle about their desire to make 
Space Marine a franchise. Their hero, Captain 
Titus, is as dependably bald a Space Marine 
as you ll ever find. 

Make no mistake: This is a passion project. 
Warhammer army units are everywhere in 
Relic’s offices, and team members have a 
reverence for the lore and the equipment 
that is normally reserved for only the most 
diehard fans. The need to “get it right” is 
the guiding principal behind Space Marine’s 
development—and the reason that Relic has 
opted to abandon one of the most important 
innovations of this generation. 

Ultimately, Relic’s success or failure 
will come down to whether or not their 
conviction that Space Marines would never 
take cover is accurate, as they’ve built their 
gameplay on this foundation. But given how 
much fun it is to rush a pack of Orks and 
cleave them in two with a Chainsword, their 
chances seem pretty darn good. 


fixture of tabletop 
wargaming for more than 
20 years, Warhammer 
40,000 is currently even 
more popular than the fantasy 
variation upon which it is 
based. And while the tabletop 
game is still played to this day, 
the franchise has grown to 
encompass a wide variety of 
media, including video games. 

Games Workshop's universe 
features a human empire under 
constant siege by a variety of 
alien foes—each more terrifying 
than the last. If it’s not waves 
of Ork Marauders, then it’s the 
demonic forces of Chaos pouring 
out of Warhammer's version of 
hyperspace, or swarms of insect- 
like Tyranids that can devour 
entire galaxies. Needless to say, 
the Warhammer universe is 
pretty much the opposite of the 
blissful utopia featured in some 
other sci-fi. 

To combat these foes, 
the Emperor—these days in 
perpetual stasis and worshipped 
as a god—created the Space 
Marines. At 7 feet tall and more 
than a thousand pounds, they 
feature extensive genetic 
modification to entirely new 
organs. As the most powerful 
human warriors ever created, 
they are the 
poster children 
for a franchise 
whose tagline 
is “In the grim 
future of the 
Aist century, 
there is 
only war.” 
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The Power of Love 

No relation to the 1985 hit single by Huey 
Lewis and the News, The Power of Love is 
the first, albeit primitive, three-dimension- 
al film. It premiered at the Ambassador 
Hotel Theater in Los Angeles. It employs 
dual-strip projection and red/green ana- 
glyph glasses. 


The 3D 
Boom 

“Based on a true 
story” about a duo 
of man-eating li- 
ons, Arch Oboler’s 
Bwana Devil is the 
first American — 
3D film in color, 
ushering in “The 
Golden Era” of 3D 


; THRILLING COLOR 
entertainment. 
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The surprisingly long history of the most talked about 
technology of today. 


wi ; 
‘LOOK THROUGH THIS SIDE 
To snjoy ten moyic enimotes in the Chrysler 
Motors theatre, aie this Polaroid’ viewer as 
you woald a pair of eyeylaases. Look through it 
white the picture, “In Tune With Tomorrow” 
iv on ths scceen. You will get the greatest thrill 
in movietand secthegreatestikcill inmororcarcs, 
Warning: Tis is not the type of siewer 
designed for sun glasses or mght driving. 


Piyree Ass souvent! Take this home with you. HOLD 
. Revolve the (we windows over cach oth- 


: can, See 
eae jccececs, HERE . 


ropornow. You quer the gos) things 
Grex trom Cheevler Dlaques. 


Polaroidand 3D 


Harvard's Edwin. H..Land invents the Pola- 
roid J Sheet, which uses polarized light to 
reduce glare. It’s used in the 3D movie 

In Tune with Tomorrow, a flick. about a. 
Chrysler. that's magically assembled. . 


The First 3D Game 

Sega's releases SubRoc-3D in arcades, the 
first 3D video game. In SubRoc-3D, you 
blow flying saucers out of the sky. To cre- 
ate the 3D effect, the game uses a special 
eyepiece that delivers a separate image to 
each eye. 


Rise of HD 3D Gaming 

The upsurge in high-definition 3D gaming 
kicks off with titles like Activision’s 3D- 
enabled Call of Duty: Black Ops and Sony’s 
downloadable minireleases like Super 
Stardust HD. 3D and MotorStorm: 3D Rift. 
They're followed by other PS3 exclusives 
featuring HD 3D like Killzone 3 and 
MotorStorm: Apocalypse. 


The Future? 

While they haven't hit the market yet— 
and won't for some time—prototypes for 
autostereoscopic (or “glasses free”) TVs 
are already in development. Auto-3D TVs 


certainly won't be cheap when they arrive, . 


but they'll undoubtedly provide game 
designers with new opportunities to craft 
games in entirely new ways. 


VOW AT LAST ON THE WIDE-SCREEN — 
lT HE MOST TALKED ABOUT GIRLS IN 
AMERICA-—THE ONE, THE ONL 


~ 


THE UNPUBLISHABLE NOVEL 
IS NOW AMERICA'S 
MOST CONTROVERSIAL FILM! 


Softcore 3D Porn 

Blows Up Box Office 

3D progresses with StereoVision, which is 
used to make the skin flick The Stewardesses, 
the highest-grossing 3D movie ever made, 
second only to James Cameron’s Avatar. 


The Virtual Boy Falls Flat 


Nintendo launches the Virtual Boy, the 
first game console presenting “true” 3D 
visuals displayed as red monochromatic 
images (which 
some users 
complain feels 
like watching 
acid pour into 
your eyes). The 
console is a. com- 
mercial disaster, 
which leads 
Nintendo to pull 
the plug on its 
production one 
year later. 


Glasses-Free 3D 
Becomes a Reality 

First revealed at E3 2010, Nintendo 
releases the Nintendo 3DS, a gaming 
handheld that creates 3D graphics without 
the need to wear special glasses. Among 
the 100-plus 3DS games in development 
are early titles like Pilotwings Resort, Dead 
or Alive: Dimensions, Madden NFL-3DS, 
Steel Diver, and Super Monkey Ball 3D. 


SPAWN POINT // SNAPSHOT 


‘Sony's MLB: The Showis Og) CROWDCONTROL ‘ 


‘not only the best baseball sim Fans are even better 
rendered and animated 


for any platform right now, it’s now and react approp- 
_ also one of the most amazing- : . _ riately to the action. 
— looking sports games ever | 
made. Withtheseason _ 
underway and the defending 
_ World Series champion San 
_ Francisco Giants’ beautiful 
AT&T Park two blocks from 
GamePro HQ, we've caught 
baseball fever. 


taping bat S&S ) . HOMETURFE 


The grass features incredible detailing, 
with accurate mow patterns, too. 


Up-to-the-second info on 
scoreboards is another bit 
of atmospheric realism. 


Advanced physics are 
what keep the action 
feeling like the real deal. 
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vr. | Concessions 
a/ \ , | are getting 
| out of hand. 


Not only is the detail of the 
leather work impressive, 
but things like the index 
finger outside of the 

glove reflect the spirit of 
American’s pastime. 


IN THIS 
CORNER: 
Dave Rudden, 
Associate 
Editor 

Thinks that 
rock ‘n’ roll will 
never die—it 
just needs 
more DLC. 


THE QUESTION: |s the cancelation of Guitar Hero 
the death knell of the music/rhythm genre? 


No. In fact, this move was a long time 
coming. Think about all of the new mu- 
sic games that have appeared over the 
last few years—how many brought new 
gameplay mechanics to the table? Pre- 
cious few. How many came with plastic 
instruments that barely innovated over 
previous versions? Almost all of them. 
Rock Band 3 pretty much perfected 

the hardware and software elements of 
music games—the key now is to follow it 
up with properly marketed DLC. 


We’re done seeing new instruments. 
Harmonix has no room to improve 
plastic guitars or drum sets, and the 
capability to use MIDI-compatible in- 
struments like the Rock Band 3 Fender 
Strat nullifies the need for new “real” in- 
struments, too. The good news: Going 
forward, we'll have a standard “band 
game’ package as a default platform. 
A lack of innovation and focus got the 
genre into this mess, and a surplus will 
be needed to save it. 


| agree with you about the DLC, but 
how many songs are really left out 
there that you want but don't have? 
Yes, at this point all they can do is 

fill up our libraries, because | can't 
imagine where the genre can go to 
innovate the gameplay or improve 
the technology. Sure, they can give us 
more real instruments, but don’t you 
think that’s going to push away those 
who are just interested in playing the 
game and not actually learning how 
to play in real life? 


Agreed: Innovation and focus can 
get the music genre back on its feet. 
The question is, what'’s left to innovate, 
and who's gonna do it? Developers 
have painted themselves into a corner 
in terms of what they can really do to 
give gamers a better band experience. 
| really hope someone can pull it off, 
but | can’t help but think that the craze 
is over. 


IN THIS 
CORNER: 
Tom Price, 
Executive 
Editor 

Thinks the 
plastic-instru- 
ment craze has 
run its course. 


HEY HAVE THOUGHTS, EMOTIONS, AND ARE HIGHLY INTELLIGENT, BUT ROBOTIC IN FORM. THEY DO 
NOT EAT. OR BREATHE, BUT DO NEED SHELTER TO PROTECT THEMSELVES AGAINST NATURE’S ELEMENTS. 


Lik PLANET THEY ONCE LIVED IS NO MORE. BUT THEY SURVIVED. IN SPACESHIPS, AND HAVE BEEN 
SEARCHING FOR NEW LAND. 


E® WERE DESTINED TO CRASH INTO A DESERTED PLANET. THE ATMOSPHERE WAS UNINHABITABLE. 
TO PROTECT THEMSELVES, THE SURVIVORS USED THEIR TECHNOLOGY TO BUILD AN INDOOR | CITY. THEY 
CALLED THEIR NEW HOME “INHABUTA”. 


OU ARE A RECENT CRASH SURVIVOR. WITH A BROKEN ARM AND MUCH EFFORT, YOU FINALLY FOUND 
YOUR WAY INTO INHABUTA. UPON ENTRY, YOU FIRST NEED TO HEAL, THEN YOUR AMBITION TAKES OVER. 
YOU WANT TO PROSPER, BE’ WEALTHY, AND RISE UP THE RANKS. YOU WANT TO ACCUMULATE TOKINS. 
LOTS OF THEM. You ARE NOW... AN INHABID! 


FIRST virtual city auction site for garners! 
FREE lifetime membership 

FREE store with custom categories 

FREE to list unlimited items 

FREE to send items to all 3 auction formats 
Low 2% fixed after-sale fee 

Powerful seller management controls 
Private live multi-chat and messaging system 
Ad/banner-free member-based site 
Redeem for rewards or Inhabuta property 
Experience rnany new and fun concepts! 


ooo coeocooco 


INHABID.COM JUST LAUNCHED ON JANUARY 1, 2011. 
IT IS A NEW SITE DESIGNED FOR ALL GAMERS TO COME TOGETHER AND BUY/SELL USED OR NEW GAMES. 
GAMEPRO READERS CAN RECEIVE DOUBLE BONUS TOKINS (30X2=60) WITH THIS CODE: 2XGP511 


HTTP://WWW.INHABID.COM 
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HOVV ROCKSTAR GAMES AND 
TEAM BONDI TOOK THE RICH 
HERITAGE OF HARD-BOILED 
NOVELS AND MOVIES AND MADE 
THE FIRST TRUE “NOIR” GAME. 


nspired by German 
expressionism and 
the hard-boiled crime 
fiction of Dashiell 
Hammett, Raymond 
Chandler, and James 
M. Cain, film noir 
flourished in Hol- 
lywood in the years af- 
ter World War II. The name comes from 
the French word for black, a reference 
to the genre’s stark, monochromatic _ 
images and dark subject matter. Movies 
like The Big Sleep and Laura exposed the 
seedy foundations of modern society, _ 
depicting the city as an amoral slum 
filled with cynical but virtuous detec- _ 
tives, shifty hoods on the make, and 


sultry femme fatales striving toturnon | 


the hero in more ways than one. 

Noting that “everybody loves a who- 
dunit,” McNamara, the founder of Team 
Bondi and director of L.A. Noire, hopes 
to bring the look and feel of film noir to 


the world of video games. Detective fic- 


tion is “a huge category in book stores 


_and movies,” McNamara says, “so why 


can’t it work in a video game, where it’s 
a relatively unexplored genre?” 
McNamara’'s team pores through 


the classics for inspiration. Team Bondi 


maintains “a big collection of film noirs 
in the office to get people in the spirit, _ 


like The Naked City, Double Indemnity, 
and Nightmare Alley,” he says. Along 
with the writing of Hammett, Chandler, 


CLASSIC 
- FILM - 
NOIR 


John Huston’s 1941 adaptation of The 
Maltese Falcon is widely considered 
the first major film noir. Humphrey 
Bogart’s portrayal of the world-weary 
private detective Sam Spade is the 
archetypal noir hero. Bogart also 
played Philip Marlowe in Howard 
Hawks’ 1946 adaptation of The Big 
Sleep. Jules Dassin created the police 
procedural with The Naked City and 
directed classic noirs like Brute Force, 
Night and the City, and Thieves’ 
Highway. Cinematographer John 
Alton forged the visual language of 
film noir in movies like The Big Combo 


and Raw Deal. Other pivotal noirs 


include Otto Preminger’s Laura, Carol 
Reed’s The Third Man, and Orson 
Welles’ Touch of Evil. 
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and James Ellroy, these movies inform 
the tone, style, and story of L.A. Noire. 
McNamara singles out The Naked City 
as one of the game’s primary influences. 
Jules Dassin’s 1948 fictional film takes a 
detailed documentary-style look at the 
police investigation of a beautiful young — 
model's murder. “It’s the first police pro- 
cedural,” McNamara points out. “People 
readily understand that format,” he says, 


from decades of television and film, and _ 
McNamara aims to import that structure — 
into gaming by dividing L.A. Noireintoa 


series of individual cases that test players 
detective skills. And at the heart of The 
Naked City is an essential tenet of film 


noir that McNamara says is central to L.A. . 


Noire: “The city is a character.” _ 
On the technical side, L.A. Noire _ 

shares a direct visual influence with — 

film noir. “Originally from a tech point 


~_ of view, L.A. Noire was — oe - 


amazing German expressionist lighting 
of movies like Metropolis, M, and The 
Cabinet of Dr. Caligari, where they only 
used one or two lights,” McNamara 
says. German expressionism compen-_ 


_ sated for the technical limitations of the 


1920s with striking black-and-white 
images that reflect the psychological 
turmoil of its characters. Film noir 


adapted that play of light and dark, and 


when Team Bondi decided to create a 


game built around the advanced lighting — 
effects of modern consoles, they quickly _ 
S _arrived at noir as an appropriate milieu. 


It’s easy for a writer or filmmaker to. 
run through a checklist of noir clichés, 
but to create a worthwhile addition to 
the noir canon requires the ability to 
_ draw from obvious influences without 
_ Slavishly imitating them. Hopefully, 

- McNamara and LA. Noire tread Det 
- line carefully. oe | 


= NEO NOIR - 


The end of the “ “classic” noir era 


_ is generally dated to the late 50s, , 


_ but noir has never gone away. 
Noir’s influence is obvious in 
1960s TV shows like The Fugitive 


and films like Jean-Luc Godard’s © 


- Breathless and Alphaville. Roman 
Polanski’s excellent Chinatown — 
arrived in the early 1970s, along | 


with Robert Altman's irreverent 


adaptation of Chandler’s 
The Long Goodbye.1997’s___ 


L.A. Confidential,the most __ a 


acclaimed film noir one 


Chinatown, is based on a 1990 


novel from prolific crime writer 
James Ellroy. Idiosyncratic 
__ directors such as David Lynch, 
~ Quentin Tarantino, Christopher 
Nolan, and the Coen Brothers © 

~ haveall tepeatedly paid tribute 
___ tonoir. Neo-noir ever appears ~ 
__incomic books, including Frank 
Miller's Sin CityandtheEd 

| _ Brubaker ; and sean FADS 

les Criminal. : 


© 


CLASSIC 
HARD-BOILED 
~ FICTION 


The hard-boiled crime genre grew out 
of pulp fiction, tawdry tales of crime 
and vengeance published in cheap 
| magazines printed on pulp paper in the 
early 20th century. Dashiell Hammett 

__ and Raymond Chandler both started 

_ Off writing for the pulps before moving 
~ tonovels and short stories. In 1930 

- Hammett introduced the iconic detective 
Sam Spade in The Maltese Falcon, and 
_ Chandler's famous private eye Philip 
_ Marlowe first appeared in 1939’s The 
_ Big Sleep. The crime fiction of journalist- 
_ turned-novelist James M. Cain inspired 
many notable crime films, including 
Double Indemnity, Mildred Pierce, and 
The Postman pistes ve Twice. 
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THE PSYCHOLOGY OF FAIR PLAY 


“Fairness is not an objective ‘ 
state, like having an elevated 


heart rate or being on fire. 


99 


= 


mss 
pole 


ia 


of fairness, particularly in issues 
related to salary. Adams theorized 
that people see distributions of 
resources as fair when the ratio of 
inputs to outputs are the same for 
everyone. You may get paid more 
than I, but that’s fair if you work 
harder, have more talent, or stay later 
at the office. 

Adams’ original theory has stood 
the test of time, since at the heart of 
modern “distributive justice” theory 
is still the idea that if I get less out 
of something while putting more in 
compared to some other reference 
point, that’s unfair, and I’m going to 
try and bring things back into align- 
ment by changing either my inputs 
or my outputs. Researchers in the 
field of consumer psychology have 
also made good use of equity theory 
by using it to explain how people 
make the same comparisons when 
determining if they got a good deal 
on, for example, the purchase of a 
new video game: All else being equal, 
I got the short end of the analog stick 
if you paid less than I did for the 
same thing. 

And in many ways, gaming experi- 
ences are like comparing salaries or 
sales receipts. Every game involves 
inputs (time, money, skill, effort) 
and outputs (entertainment, leader- 
board ranking, achievements, frus- 
tration). If the person who received 
the +5 Technicolor Dreamcoat as a 
preorder bonus pounds us in PVP, we 
may see that ratio of inputs to out- 
puts as out of whack, and perceptions 
of unfairness could result. 


The Source 

of Discomfort 

Things get interesting when we 
consider how irrational this all 
is and how it’s prone to quirks in 
human psychology. Fairness is not 
an objective state, like having an 


Procedural Justice & 


The Ban Hammer 


hile equity theory and distributive justice theo- 

ries describe how fair a distribution of rewards is, 
procedural justice theory concerns the fairness of 
the processes that went into determining outcomes. 
If you've ever been banned from a server, message board, 

or game in a way that seemed particularly unfair, you’ve 
probably seen procedural justice at work. Here are the things 
that we generally look for to determine if the procedure that 
yields an outcome is fair: 


| e Does it allow you to have input or a voice 
¢ on how the decisions are made? 


- Is it free from bias, and does it treat 
e everyone the same? 


communication and give you the chance 
to ask questions or make explanations? 


Is the decision-making process 
transparent and open, or is it private 
and undisclosed? 


In addition to bannings, procedural 

¢ justice can also predict how people react 

* to patches or title updates that result in 
balancing (read: “nerfing”) a competitive 
game's weapons, 
classes, or abilities. 
If a game developer 
abides by these 
rules, players will 
most likely feel 

conditions are fair. 


8 Does the process allow for two-way 
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are to our OWN. Th 
or other important factors, the less likely we are 
eference, so that we may not see any injus 
when they bought it used, 
m. Studies have also shown 
ga price break if the other 
t business—this could be 
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Andy Burt, assistant editor 


“I tend to brush off preorder bonuses or exclusive in-game items 
for buying a game on a certain platform, mostly because I feel 
that they tend to deter from what the developers meant to bea 
uniform experience. Though these bonuses are meant to entice 
gamers with promises of essentially enhancing their gaming 
experience, I'd rather play games the way developers designed 
them to be played—and yes, I’m of the opinion that if most devel- 
opers had it their way, these retail and platform-specific bonuses 
wouldn't exist...[’l] blame the marketing departments. Often- 
times, bonuses don’t significantly augment the game, but from a 
psychological standpoint, ’'m much more comfortable experienc- 
ing a ‘true’ version of a game rather than one where I’ve been 
given a perk that unnecessarily changes my experience.” 
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reathing new life into an aging franchise isn’t easy. 
Mortal Kombat is a testament to this challenge—the 
distinguished 18-year-old fighting game 

franchise has endured numerous facelifts, re- 
inventions, and “flourishes” like transforming oppo- 
nents into...babies. Mortal Kombat is far from dead, but 
it's been drowning in a sea of mediocrity for years. 


- 


a) ©} MORTAL KOMBAT 


Various classic Mortal Kombat locales return, like The Pit (pictured above) 


and the Living Forest, which have been redesigned for the new game. 


The slow decay of Midway’s savage 
alternative to Capcom’s Street Fighter 
accelerated after the release of the 
last 2D incarnation: Mortal Kombat 
3. Subsequent Mortal Kombats are 
hardly bad games, but they strayed 
far from their roots, embracing 

the campy, the absurd, and a fighting 
system that just couldn’t contend 


with genre heavy-hitters such 
as Tekken. 

Ed Boon, the father of Mortal Kom- 
bat, believes that the series’ evolution 
is a necessary one. If Mortal Kombat 
remained the exact same, or very 
similar, game since the beginning, 


players would have grown bored of 
it,’ Boon says. He speaks from expe- 
rience, as he’s been actively involved 
in crafting new Mortal Kombat games 
since the original. “You can't keep 
delivering the same game over 
and over.” 


RETURN T0 DARKNESS 


Boon now heads up NetherRealm 
Studios, formerly Midway Chicago, 
who take their name from their 
fiction’s hellish world loaded with 
underground volcanoes and rivers 
of flesh-melting lava. Boon’s well 


MORTAL KOMBAT FATALITIES IN REAL LIFE? 


RSE NITRO - eerie 


Mortal Kombat fatalities are ridiculous. They’re also incredibly satisfying, as they allow you 
to do some pretty heinous things to your defeated opponents. The following is a look at 


some real-life instances reminiscent of Mortal Kombat’s deadly finishing moves. 


FATALITY: 
KANO’S HEART GRAB 


The greatest gift to honor 
the gods in Aztec theology 
is human blood. To appease 
the sun god Huitzilopochtli 
(good luck pronouncing 
that), Aztec priests used a 
knife carved out of volcanic 
flint to slice open a sacri- 
fice’s chest and extract their 
still-beating heart. 


FATALITY: 
SONTA’S KISS OF DEATH 


During the Renaissance, 
Italian alchemists discov- 
ered some incredibly potent 
recipes for poison, which in 
turn made it an invaluable 
tool for assassins. According 
to legend, however, one of 
the many methods of deliv- 
ering these toxic brews was 
through poisonous lipstick. 


FATALITY: 
SUB-ZERO'S ICE SHATTER 


Cryogenics preserves the 
deceased through freezing. 
In his 2009 book Frozen, 
former Alcor COO Larry 
Johnson revealed numer- 
ous cases of abuse of frozen 
bodies by employees, includ- 
ing baseball legend Ted 
Williams, who he claimed 
was accidentally struck with 
a bat. 


FATALITY: 
RAIDEN’S ELECTRIC SHOCK 


In a rather bizarre news 
story, 18-year-old Aguinaldo 
Cesar Alves of Brazil was 
electrocuted while play- 

ing Mortal Kombat, which 
knocked him out cold. He 
didn’t die, but Alves admit- 
ted that he was holding his 
controller in his mouth. 


j 


Nefarious ninja Scorpion makes Sektor eat a flaming uppercut in 
front of the acid baths of classic Mortal Kombat II stage Dead Pool. 


The lady in red gives new meaning to “hits like a girl” as she causes blood to 
erupt out of Jade’s face in front of Mortal Kombat's famous stage, The Pit. 


aware that the series is long overdue 
for some reinvigoration, but he’s 
dedicated to restoring the series 

to greatness by returning to its ori- 
gins. Boon feels his new game, simply 
dubbed Mortal Kombat, shall do 

just that. 

“The decision to return to [Mortal 
Kombat’s} original look and feel was 
because we made the biggest depar- 
ture with our last title, Mortal Kombat 
vs. DC Universe,’ Boon explains. In 
addition to pitting vile killers like 


Scorpion and Kano against much 
sunnier characters like Superman 
and Wonder Woman, the game is 
more accessible to a slightly younger 
audience. MK vs. DC is the first game 
to receive a Teen rating instead of a 
black “M for Mature” stamped on 

its box. 

“We sold a good number of cop- 
ies—and some people probably 
thought, ‘Okay, let’s do that again’-— 
but we wanted to do something 
different,” Boon adds. While the new 


game is definitely “different,” it’s also 
closer to the darker and more serious 
vibe of the original than MK’s been 
in years. He describes the birth of 
the new, nastier Mortal Kombat as 

an experience where ‘the stars just 
seemed to align.” 


LESSONS LEARNED 


Through its tumultuous history, Mor- 
tal Kombat has sustained its hardcore 
following, but Japanese fighting fran- 
chises like Tekken and Street Fighter 


NEW KOMBATANTS COMING AS 


Developers are increasingly using downloadable content to extend the life of their games. al 
Mortal Kombat is no different, as NetherRealm Studios has secret characters—both : 
familiar and not—coming to the game postrelease. And we're revealing three of them... 


EXCLUSIVE DE 


Don't call him Goro, or this multiarmed monstrosity will Alignment: Evil. 

ravage your flesh like a tiger attacking a steak. According Weight: 2,600 Ibs (approxi- 
to his bio, Kintaro is bigger, badder, and more barbarous mately the weight of three 
than other beings of the Shokan race, including Goro. adult horses). 

First appearing in Mortal Kombat II as the subboss before Likes: Spewing reddish 
Shao Kahn, Kintaro is hell-bent on spilling the blood of fireballs, Shao Kahn, spiked- 


clothing. 
EPG SOT, Dislikes: Raiden, Earthrealm, 


Lolcats. 


Age: Unknown. The origins of this mysterious femme 
Favorite color: Blood red. fatale are unknown. Could she be 

e Unlike most Mortal Kombat “Skarlett,” the fabled character from 
vixens, Skarlett sports a ninja Mortal Kombat II, that allegedly 

mask instead of the veil worn appears after encountering a glitch 
by Mileena and Kitana. when selecting between Mileena 


e While dressed for warm : 
h le) and K 
weather, the lady in red ‘on ore ae and Kitana 


always comes armed with 
her throwing knives. 


*% 


According to Mortal Kombat lore, this Hometown: Earthrealm. 
blind warrior lost his sight after a man Fighting styles: Tai Chi, 
going by the name of “Song” told Ken- San Shou, Judo. 

shi to look inside a well where a power- [FAGUEECERE CEG) 

ful sword was hidden. Unfortunately “swordsman” in Japanese. 
for Kenshi, Song turned out to be ° Kenshi first appeared 
none other than Shang Tsung, Mortal in Mortal Konmeat: 
Kombat’s insidious shapeshifter, and 
the well was actually filled with angry 


Deadly Alliance. 
e This blindfold’s no fashion 


statement: Kenshi’s as 
souls that blinded poor Kenshi. blind as a bat. 
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KOMBAT S 


REINVENTIONS 


The new Mortal Kombat 
isn’t the first time its 
creators have attempted 
to reinvent the brutal 
fighting franchise. Both 
the game and other 
related media have been 
“rebooted” numerous 
times, resulting in 
varying degrees 

of success. 


have overshadowed its standing. 
Boon says they’ve actually learned a 
lot from competing series. 

“It’s hard to identify one single 
item, but just playing them has 
taught us a lot about fighting games,” 
Boon admits. “Some games have been 
so technical that the general public 
didn’t embrace them, but they have 
a strong cult following. Other games 
have been so easy that hardcore 


TAKING MORTAL KOMBAT 
TO THE BIG SCREEN 


fighters dismissed them. If you look 
at the major fighting titles today, 
there are a lot of lessons, good and 
bad, that you can take away and apply 
to your own game.” 

With the tremendous popularity of 
crossover franchise titles like Marvel 
vs. Capcom and the upcoming Tekken 
X Street Fighter/Street Fighter X Tek- 
ken, Boon reveals he’s not opposed 
to doing something similar with MK. 


SOUND OFF 


WILL HERRING, REVIEWS EDITOR 


SCORPIONIWINS) + 


ENTERING THE 
THIRD DIMENSION 


He’s actually had “many conversa- 
tions” about how they could make a 
crossover Mortal Kombat game work. 
“The one that comes to mind with 
us—and probably fighting game 
players—would be Mortal Kombat 

vs. Street Fighter,’ Boon says. He 
notes the challenge of syncing up two 
vastly different series in a way that 
doesn't feel clunky, but if they could 
overcome those hurdles, it’d be a his- 
toric marriage of the rival franchises. 


A BIT OF THE OLD ULTRAVIOLENCE 


Aside from the return of iconic charac- 
ters and the new game's 2.5D gameplay 
(3D graphics on a 2D plane), Boon 
seeks to recapture the spirit of the first 
three Mortal Kombat games by embrac- 
ing an essential element to the brand: 
blood. “Our fatalities are returning to 
their original gory form,’ he states. 
Boon cites Mortal Kombat’s new 
“X-ray” executions as one of the 
biggest ways they're ramping up 
the game's violence. Once a player 
charges up their supermove meter, 
they can unleash one of these vicious 
attacks, in which the game gives you 
a look inside your opponent’s body as 
you re shattering their bones in real 
time. It’s pretty gruesome. 


1997-2005: . 


Adventure Spinoffs 

A trio of Mortal Kombat adventure games 
(Mortal Kombat Mythologies: Sub-Zero, MK: 
Special Forces, and MK: Shaolin Monks) 
released, expounding on the series’ world 
and its characters. 


Success: Below Average 

Critis and fans despised both Mythologies: 
Sub-Zero and Special Forces, but Shaolin 
Monks received some praise and 

average scores. 


“The overall presentation of the 
game is more serious, too, Boon 
says. There are a lot of subtle 
touches in the game that contribute 
to its much darker tone.” 

Boon’s honest about how Mortal 
Kombat isn’t what it used to be, but 
he feels confident that their new 
game is exactly what the series needs 
to get its blood pumping again. “Over 
the years, we've gotten a bit comical, 
almost making fun of the whole con- 
troversy surrounding the franchise. 
But now we're back to taking things a 
bit more seriously.” @ 


2006: 


Mortal Kombat: Armageddon 
Hyped as the “final chapter” in the 
overarching MK story-line, Armageddon 
pits virtually every character in its fiction 
against each other in one giant bloodbath. 


Success: Average 

While it received generally favorable 
scores from critics, Armageddon didn’t 
revolutionize the series, resulting in a 
product that wasn’t much of an improve- 


ment over its predecessors (Deception and 
Deadly Alliance). 


No 


PRI as cement 


Mortal Kombat 

vs. DC Universe 

As the first game in the ultraviolent fran- 
chise to get a Teen rating, MK vs. DC had 
series staples like Scorpion and Sub-Zero 
facing off against the likes of Superman, 

Batman, and Wonder Woman. 


Success: Average 

Like much of the series post MK3, Mortal 
Kombat vs. DC Universe was well received, 
but it didn’t restore the franchise to its 


glory days. 


oe SS 


We’re not sure whether the thunderous applause from Coliseum spectators is for 
Kitana’s victory or for showing off her massive cans. 
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MB A VOYAGE TO THE HEART OF 


TOKYO LETS 


GAZE INTO THE METICULOUS 
MIND OF PROLIFIC CREATOR, 
ARTIST, AND GAME DESIGNER 
FUMITO UEDA OF TEAM ICO. 


umito Ueda 
isn’t much of a 
talker. I’ve just 
flown 7,538 
miles to chat 
with the iconic 
game designer about his latest 


game, the action-adventure 
epic The Last Guardian, and I 
still know as much about the 
PlayStation 3-exclusive proj- 
ect than when I first stepped 
off the plane. To be fair, I was 
forewarned well before our 
meeting at Sony Computer 
Entertainment Japan’s Tokyo 
headquarters of the Team 

Ico luminary’s, er, economic 
approach to interviews and 
public speaking in general. It 
makes sense, though—it’s the 
same minimalistic style that 
carries over to the narra- 

tive structure of his studio’s 
critically acclaimed oeuvre of 
digital entertainment and has 
defined some of the previous 
console generation’s best 


titles. He’s calm, quiet, and 
concise with his words, pausing 
between carefully chosen sen- 
tences and offering quick-hit 
responses— just the facts”— 
that somehow leave me 
knowing a little bit less than I 
did the moment before. He’s 

a perfectionist through 
and through—a 
fact communicat- 
ed through his 
contemplative 
gestures, his se- 
dated tone, and 
his alternatively 
enlightening and 
frustrating responses. 
I flew to the Minato-ku pre- 
fecture of Japan's largest city 
to meet with Ueda and to get 
a first-hand look at his new- 
est game, The Last Guardian. 
It’s sobering, and somewhat 
surreal, when you realize 
that Guardian—a first-party 
developed game— is only the 
third title from the esteemed 


studio since its inception in 
1997, and the first for an 
HD-generation console. It’s 

a game that’s been four years 
in the making—a length that 
you could consider an eter- 
nity in today’s game-a-year, 


sequel-swarmed, DLC-driven 


_ market. “My first two 
%, games took a long 
» time to develop,” 

-) notes Ueda, a 

smile drawing 

' across his face, 

' “so I thought 

that this time 

I should try and 

shorten the develop- 
ment period. Unfortunately, 

it didn’t happen that way.” 
He pauses and laughs. “It 

took a long time, anyway.” 


Setting a Standard 
The Last Guardian has been 
in development since early 
2007, and it’s slated for a ten- 
tative release in the fourth 


quarter of 2011—a produc- 
tion schedule that spans over 
four years and calls to mind 
the development of Ico, the 
studio’s debut title. An action- 
adventure with a penchant for 
puzzles, Ico would set a number 
of precedents for the studio, 
including the developer’s 
signature “exposition lite” 
narrative style, the core bond 
between a human and nonplay- 
able character, and the use of 
“bloom lighting” techniques 
and a desaturated color palette 
to breath life into its fantasti- 
cal, seemingly forbidden world. 
Chronicling the plight of the 
eponymous Ico and the enig- 
matic Yorda, Ico won critical, if 
not commercial, acclaim for its 
thought-provoking puzzles and 
often breathtaking scenery. 

It’s Ico’s engrossing, emo- 
tional plot, however, that truly 
makes it resonate with its 
audience. Ico—an abandoned, 


horned vagabond, offered up 
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as a sacrifice by his supersti- 
tious tribe—and Yorda—for- 
eign royalty held captive by 
both her malevolent matriarch | 
and an ever-present, impen- 
etrable language barrier— 
bonded as only outcasts could 
over the course of the game, 
rejecting their birthrights 
in splendid, and oftentimes 
heartbreaking, harmony. A 
product of its evocative en- 
vironments and emotionally 
linked protagonists, Ico would 
also set the standard for one 
of Ueda’s most well-known, 
and oftentimes infamous, 
trademarks: the tragically 
ominous ending left open to 
player interpretation. 

A year after Ico’s 2001 


release, Ueda and company 


began development on a game 
consistently called out in the 
constant “Are video games 
art?” arguments and touted 
as one of the PlayStation 2’s 
definitive titles—Shadow of 
the Colossus. Not bad for a 
“sophomore slump.” 

A spiritual successor to Ico, 
Shadow builds on its predeces- 
sor’s established world, but it 
shows its sparsely populated 
planes from an entirely new 
perspective: on horseback, 
weaving between the toes of 
a series of majestic, towering 
titans. Cast as silent warrior 
Wander, players must slay 
16 of the titular colossi, 
traversing the game's often 
treacherous and constantly 
shifting terrain with faithful 
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Trico’s and the boy’s relationship begins strained, 
_but it becomes deeper as the game progresses. 
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Shadow of the Colossus did ex- 


actly what its name promised, 


steed Agro in tow, all in hopes 
of returning a lost soultoa 
mysterious maiden. 

“In Shadow of the Colossus, 


the monsters were designed 


placing players in direct awe of 
the colossi. It’s only as they be- 
gan to cut down the behemoth 
as the enemy, Ueda says. He beasts, however, that Ueda’s 
pauses, weighing his words. question would start to take 
“As they were fighting them, shape—an inkling of doubt 
though, I wanted the player 
to think...‘What if these are 


not enemies?” 


expertly incepted into their 
minds by little more than the 
unforgettable onscreen action 
Upon it’s 2005 release, and the characters’ dramatic, 
Shadow of the Colossus quickly wordless gestures. 

It’s undeniably art. And like 


most art worth discussing, 


became a critical darling for 
many reasons, but its true 
genius is in its approach, and its creation came about of 
consecutive deconstruction, of equal parts method and me- 
one of gaming's most timeless ticulous madness. 


tropes: the boss battle. Essen- 


tially a series of environmen- le & 


tally diverse, and undoubtedly “There are about 50 people 


enormous, enemy encounters, working on The Last Guardian 
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at the moment, with more 
brought on as needed,” notes 
our Team Ico tour guide as we 
pack into an elevator at SCEJ 
headquarters. “But only about 
half are probably here, right 
now. It’s still early. The bulk of 
them won't be in until later.” 

A quick glance at my phone 
confirms that it is a little past 
noon. On a Wednesday. 
What constitutes “early” for 
Team Ico? 

The doors slide open, re- 
vealing the stage where some 
of the last generation’s great- 
est games were given form: 

a series of shared cubicles, 
bright fluorescent lights, and 
file cabinets bedecked with 

a bevy of expo awards and 
“Game of the Year” placards 
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from any number of major 
video-game press outlets. 

A spattering of Team Ico 
employees inhabit the office, 
eyes glued to monitors of all 
shapes and sizes. The air is 
quiet, concentrated, and above 
all else, driven. In its standard 
office appearance, it’s not too 
far from GamePro headquar- 
ters back in San Francisco— 
just, you know, people are 
actually working. 

“It’s rare that you'll see a 
Japanese development team 
of over 100 employees,’ notes 
our tour guide, nodding to 
the twentysomething workers 
diligently designing, coding, 
and animating any of The 
Last Guardian’s many aspects, 
odds, and ends. “Maybe ona 


big, established franchise like 
Metal Gear or Final Fantasy, 
but not on most games.” 

As we walk to the farthest 
end of the office—a quick 
trek that distracts no one 
from their work—our tour 
guide pauses, and he gestures 
toward another cubicle, 
one that’s no different from 
any other. 

“And that’s where Ueda-san 


sits, our guide notes. Heturns || 


about-face and ushers us back 


toward the elevator. “Everyone | 


will start to file in later,” he 
says, his tone all but confirm- 
ing an all-nighter for those 
involved in The Last Guardian's 
lengthy life cycle. Just another 
day in its painstaking produc- 
tion process. 


Later, when asked of his 
inspirations as a video-game 
designer, I may have gotten 
the quote that will forever 
define Ueda in my eyes: 

“This is my third title,” 
Ueda explains, “but when I 
play my other video games, 
there are some places that 
I’m...not satisfied with. I 
think that’s the main source 
of inspiration that pushes me 
forward in my efforts.” 

It’s that same sense of 
patient perfectionism that’s 
made Ueda such a respected 
name in the video-game 
industry—and based on his 
impressive pedigree thus far, 
such an eagerly anticipated 
developer. One glance at his 
latest production in action 


a) ©} A BOY & HIS BEAST 


and its obvious that the same 
time-intensive care and metic- 
ulous attention to detail that’s 
shaped his past two titles have 
been applied in full force. 


About 
Nearly a half-decade of waiting, 


a 


and we're finally about to see 
The Last Guardian in action. 
With controller in hand, Ueda 
boots up the main attraction. 

“There aren’t many drastic 
new elements in The Last 
Guardian,’ he notes, as the 
HDTV fades in on the studio’s 
traditionally desaturated 
landscape, “but we've greatly 
elaborated on nearly every 
idea that defined our previous 
two titles.” 

Like all Team Ico games, 
it starts with a boy. A silent, 
nameless boy, overshadowed 
by an enormous, snoozing 
animal—a zoological amal- 
gam of cat, bat, bird, dog, and 
everything in-between. This is 
Trico, griffin-esque A.I. entity 
and reluctant partner to the 
nameless boy's plight. 

The boy approaches Trico, 
grabbing and tugging on his 
ear in an instanced example 
of one of Guardian's newest 
flourishes: a dedicated physics 
engine. Trico shrugs it off, but 
the boy persists, waking the 
once slumbering beast as he 
slowly stretches on his crane- 
like claws, arching his back, and 
shivering the last bits of sleep 
from his system. 


I get a sense for the duo’s 
relationship right off the bat: 
forced. This early on, Trico’s a 
means to an end for the boy, 
and the boy is, well, entertain- 
ment for the lumbering beast. 
The two are trapped together 
in an enclosed, cobblestone 
ruin of a room, and the only 
way out is, naturally, a partner- 
ship between boy and beast. 

The boy spots a nearby stone 
balcony—a balcony that he 
can't quite reach on his own. 
He calls Trico’s name repeat- 
edly, but the creature casually 
shrugs it off, strutting through 
a gorgeously rendered stream 
of light that leaks through the 
room’s walls and windows, 
pouring onto slender green 
blades of grass growing from 
the broken pavement. Beak 
in the air, rat-like tail slowly 
swinging from side-to-side, 
the “cat” part of Trico’s diverse 
evolutionary makeup is cer- 
tainly on display as he smugly 
swaggers alone, and away from, 
the boy. 

Ceasing his cries, the boy 
opts for a more roundabout 
approach for enlisting the 
creature's assistance. He runs 
into a nearby room, discover- 
ing a plump, plain-looking 
vase in the corner. As soon as 
he grabs it, the lid pops off, 
letting loose a stream of visible 
purple steam and a smatter- 
ing of oozing goo. One whiff 
and Trico’s ears and beak perk 
up—he’s naturally attracted to 


the vase’s contents—and with 
quick thinking, the boy chucks 
the vase on the above balcony. 
Trico eagerly dashes toward it, 
clawing his way onto his hind 
legs, and peering over onto 


the balcony. 


A Growing Bond 

It’s here that the Shadow of 
the Colossus inspiration comes 
into play. The boy carefully 
climbs up Trico’s feathered 
back, hands gripping feather, 
and struggles to the once 
unreachable objective. 

“The relationship between 
the boy and the beast is shal- 
low at the game’s beginning,” 
notes Ueda, who navigates 
the boy to take a closer look 
at Trico’s intricately detailed 
face. “At first, Trico may not 
interact with the player as 
they might like. But as their 
relationship grows and as the 
game progresses, there's a 
better chance that Trico will 
be more willing to assist the 


boy in overcoming his many 
obstacles. It’s my hope that, 
as the boy’s and Trico’s bond 
grows, so will the player’s 
relationship with Trico.” 

Here, as Trico madly sniffs 
toward the vase, it’s easy to 
read his animal emotions: hun- 
gry, curious. Mischievous. 

“There will be no clear 
exchange of dialogue, of 
course, explains Ueda, “but 
we can express many things, 
many emotions thanks to the 
advancement in graphical 
technology. It’s useful, as the 
A.I. partner is an animal this 
time, and the last thing we'd 
want to do is have him speak 
in a human language.” 

The boy slips past the 
distracted Trico, dashing into 
a darker room nearby. It’s a 
narrow corridor that gives 
way to an ominous, bottom- 
less gap, and in classic Ico 
fashion, there’s only one way 
to go—up. A rusty metal chain 
dangles before the boy, who 
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leaps, snags, and climbs up its 
length, one hand at a time, as 
Trico sniffs in the distance. 

At the top of his chain, the 
boy loosens his grip, swinging 
into another enclosed space— 
this one guarded by an inaus- 
picious, armor-clad creature 
outfitted with the developer’s 
trademark glowing eyes and 
shadowy stature, two surefire 
signs of evil intent. Who this 
is or why the boy must sneak 
past it is yet unknown, but one 
foot after the other, the boy 
stealthily attempts to creep 
past the nearby baddie. 

But not stealthily enough. 
The enemy spots the boy, 
scrambles to catch him, and 
snags his robes. After a mo- 
ment of frantic struggle, the 
boy slips away, dashing toward 
some footholds on a nearby 
wall, and in a quick instance 
of vertical thinking, he climbs 
up and away. Weighed down 
by his heavy armor, the guard 
doesn't give chase. 

“Regardless of the danger 
he gets into, the boy is still 
lighter and quicker than his 
enemies, Ueda. “One of the 
game's core mechanics, for 
both the boy and Trico, is tak- 
ing advantage of the abilities 
unique to them.” 
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Now stories above his 
original starting point, the boy 
carefully navigates a series of 
criss-crossed bars suspended 
from the ceiling. He deftly 
tiptoes across and over, but he 
trips, nearly losing his balance, 
and pulling himself upright 
moments before dropping off 
the steep and unstable walk- 
way. He forces onward, finally 
spotting a nearby platform, 
and after a momentous leap to 
safety, the bar collapses where 
his feet were moments before. 
The shattered walkway plum- 
mets into the darkness below. 

The boy treks onward, 
slinking across a seemingly 
sturdy cobblestone pathway 
that, again, gives way under 
his weight, dropping him but 
meters above where Trico 
still rests, oblivious to his 
peril. The boy turns to Trico, 
cupping his mouth with his 
hands and audibly petitioning 
for the beast’s attention, but it 
continues to ignore him. This 
goes on for 10, 20 seconds, the 
boy’s cries becoming more and 
more frantic. 

“It would seem he’s not in 
a very good mood today,” 
Ueda laughs. 

As if in response, the beast 
turns his attention upward, 
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The boy must actively tend to Trico, 
plucking arrows from the beast’s body. 


crouches on his haunches, 
and in one fell swoop, bounds 
to the boy’s position. He 
peers down at the boy, cock- 
ing his head to the side, as 
the child ruffles the crea- 
ture’s feathers. 

The screen fades to black, 
and Ueda neatly sets the con- 
troller back on the table. Four 
years in development, and I’m 
witness to four or five puzzles 
in the span of roughly 10 min- 
utes, all featuring elements 
borrowed from, expanded on, 
and improved upon from the 
designer’s previous projects. 

It's an evolutionary display 
for both Ueda, and Team Ico. 
It’s an all-to-brief demonstra- 
tion—but also a challenge: 
“This game took us four 
years to make, but it’s worth 
the wait.” 


Just three games in, Ueda’s 
Team Ico has left an indelible 
mark on the video-game indus- 
try, spanning two of console 
gaming's greatest generations. 
You might think that the 
developer’s lengthy produc- 
tion cycles and perfectionist 
approach might breed jaded 
products reserved for gaming 
purists, but youd be wrong. 
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“There are many people who 
have had limited or no expo- 
sure to video games, says Ueda 
when asked about The Last 
Guardian's potential appeal. 
“My hope is that it’ll be those 
people who will see someone 
else playing my game, and 
maybe something about how 
the boy and Trico interact with 
one another will stick with 
them. Then, maybe, The Last 
Guardian could become their 
first video-game experience.” 

That’s when it becomes ob- 
vious to me: The Last Guardian 
looks like a game, plays like a 
game, and shares the elements 
and essence of Ueda’s previous 
games. But what puts it on par 
with those titles, and what 
makes those titles the go-to 
examples of artistry in video 
games, all boils down to Ueda 
himself and how he approach- 
es his work—as art. 

“If films are art, and if 
paintings are art, then video 
games should be considered 
art, Ueda says. “Truthfully, 
the definition of art is 
so vague, and it’s impossible 
to see or categorize in black 
and white.” 

He pauses, draws a breath. 
“And that is, truly, the beauty 
of art.”@ 
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ANDREVW GROEN 
Piao Vie Galt AS 
EDGE TECH IN VALVE'S 
PHY SICS-BENDING 
PORTAL FRANCHISE IN 
OUR ONGOING SERIES 
SEPARATING FACT FROM 
FICTION IN GAMES. 


ortal became a runaway 
hit largely because of its 
Sharp sense of humor, 
but its science fiction 
is equally as remarkable. Even 
after examining the science be- 
hind numerous sci-fi franchises 
like Halo, Mass Effect, and Deus 
Ex, |m still amazed by the Portal 
guns, wnich are the single cool- 
est thing | ve covered in “Real 
Science’—and Portal 2's hard- 
light is in a very close second. 
But are these concepts pos- 
Sible? Well, in these cases both 
“yes and ‘no are inadequate 
answers, and this makes for 
some very exciting science. 
We look to robotic engineers, 
scientists, authors, and cryogen- 
ics experts to investigate how 
much of Portals ideas are actu- 
ally possible. 


ATLAS AND 
P-BODY 


Atlas and P-body are two bipedal robots players control in Portal 2’s 
cooperative mode. GlaDOS created them to perform complex tasks 
that humans couldn’t do. But is the humanoid design the best for 
these portal hoppers? 

“Many tasks are solved more easily by nonhumanoid designs,” 
says Dr. Devin Balkcom of the Balkcom Robotics Lab at Dartmouth 
College. “For example, traveling along smooth ground is easiest 
with wheels. A general-purpose robot that needs to work ina 
human environment will have advantages if it is the right size and 
shape. We built stairs for humans; R2-D2 couldn’t climb them, but 
C-3PO could.” 

“Humans have an incredible number of joints and muscles, 
touch-sensitive skin everywhere, and incredibly capable binocular 
vision,’ Balkcom continues. “But even if we had all those capabili- 
ties on a robot, we wouldn't know how to program them. If we actu- 
ally want to get something done, we’re best off studying the task 
first, understanding exactly the challenges involved, and building a 
robot best-suited for that task.” 

The human design has its pros and cons; a bipedal design would 
allow the robot to function in all the areas a human can, but it 
would also face the same restrictions as we do. 


ossible 


STASIS 


CHAMBERS: 
HUNDREDS OF 


YEARS IN STASIS 


Portal 2 starts as Chell awakens from a stasis chamber after 200 
years. It may seem like ridiculous sci-fi, but stasis chambers exist 
in the modern world. Sort of. The field is called “cryogenics.” Even 
though it’s a field of active research, some also consider it an 
unethical pursuit because there’s no guarantee it will work yet. No 
evidence suggests that revival is possible for those who undergo 
cryogenic freezing. It's merely a hope that someday we'll figure out 
how to reverse the process. 

Part of the problem is that not only do we have to deal with 
whatever just killed the frozen person (such as cancer), but we also 
would need to repair the damage caused by crystallizing water in 
the body during the freezing process, which would maim cells. 

“A cryoprotectant can make water solidify the way glass hardens: 
with no crystal formation,’ Ben Best, the president of the Cryonics 
Institute, says when describing a way to prevent tissue damage 
caused by the cryogenic freezing process. Some existing cryoprotec- 
tants are mildly successful. 

While successfully “thawing” someone isn’t entirely out of the 
question, most theories revolve around future technology that may 
never exist, such as advanced nanomachines to repair cell damage 
from the freezing process. 
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THE REAL SCIENCE OF PORTAL 2 


LIGHT 
BRIDGES 


Portal 2's “light bridges” are tangible pieces of light you can walk on. 
Could rays of light really serve as bridges? 

Light consists of massless particles called photons. Because they 
lack mass, photons can’t be shaped into anything useful. But they 
do have energy. Even real-life spacecraft—like Japan’s IKAROS— 
use the Sun’s photons for propulsion. 

One of Albert Einstein’s crowning achievements is proving that 
energy and matter are essentially two forms of the same thing. 
Energy can be changed into matter and vice versa. 

“You can absolutely turn energy into mass,” says Dr. Dave 
Goldberg, author of the “Ask a Physicist” column on sci-fi blog io9. 
“It happened all the time in the early universe. The problem is that 
when you turn photons into mass, you produce particles in pairs: 
matter and antimatter. If you're not very, very careful, they will im- 
mediately collide and [destroy each other]. It’s also worth remem- 
bering that the energy of something is its mass times the speed of 
light [E=MC’]. Since the speed of light is a very big number, you 
need a lot of energy to produce even a small mass.” 

Light has energy and therefore can be turned into matter. But it 
would be easier to buy nails and wood from Home Depot. 


ossible 


PORTALS 


The actual portals in Portal don’t seem to be based on existing theo- 
ries. But they do resemble the wormholes of science fiction. Could 
man create a wormhole and use it for travel? It’s here we reach the 
bounds of man’s scientific knowledge—a proud day for the “Real 
Science” column. : 

‘Maybe,’ says Goldberg, the author of A User’s Guide to the Uni- 
verse. The problem is that science’s two key theories of the natural 
world, general relativity (big things) and quantum mechanics (small 
things), don’t make sense together. 

Physicists in the 1950s attempted to combine the two theories. 
One prediction from this combination was the existence of “quan- 
tum foam” or constant perturbations of the fabric of space-time. 
Some of these tiny perturbations could take the form of little black 
holes or even little wormholes. Modern science doesn’t know if 
quantum foam even exists. 

But even if these tiny wormholes exist, they would certainly 
collapse before even a single ray of light passed through, let alone a 
human. In the ’80s physicists developed a theory of using “negative 
energy to prop open a wormhole long enough for someone to go 
through. The problem? “It’s not entirely clear that [negative energy] 
does or even can exist,” Goldberg says. 


RECLAIMED 
BY NATURE 


One of the more visually striking aspects of Portal 2 is the Aperture 
Science Laboratory torn to rubble by creeping vines and unstop- 
pable vegetation. What was once a clandestine workspace is now a 
ruin. Is this level of decay realistic after 200 years? 

Some startling images from Detroit show what happens to aban- 
doned buildings. In a matter of only 20 years, nature can almost 
completely reclaim and destabilize a structure. Vines and trees 
grow through concrete and wrap around steel. It’s a fascinating 
process that would be vastly accelerated in the case of the Aperture 
Science Laboratory. 

The structure would have doubtlessly been damaged at the end 
of Portal, allowing weaknesses to sprout in its foundation. It only 
takes small cracks for vegetation to weasel in. It’s got huge open 
spots for rain water to collect in. Since concrete is not watertight, 
water damage would quickly accumulate, especially in the concrete’s 
steel interior. After contact with water, the steel begins to rust 
and expand, cracking the concrete around it and further weakening 
the structure. 

This would happen after only a few months. After 200 years of 
decay, there’s no telling what the facility would look like. It would 
likely be completely overrun by vegetation. 


ossible 


i; 
GLADOS 


GlaDOS does some remarkable things in Portal. She runs an 
entire facility completely unaided and rebuilds the facility after its 
destruction at the beginning of Portal 2. Is artificial intelligence 
capable of these things? 

“The A.I. system can reason about the current state of the world, 
their own goals, and how their actions affect the world,” says 
Dr. Pedro Felzenszwalb, an associate professor at the University of 
Chicago's computer-science department. “This is how classical plan- 
ning methods in A.I. work. The basic idea of ‘intelligent agents’ is 
that we can program intelligent behaviors by repeatedly picking ac- 
tions to achieve a certain goal. The actions are picked based on the 
current knowledge about the state of the world, and this knowledge 
is repeatedly updated through observations.” 

In other words, A.I.s can be extremely smart, but just like a 
human, they still need teaching. It’s unlikely that an A.I. could 
spontaneously figure out how to build a structure. 

But if GlaDOS were instructed on how to construct the building 
and run it flawlessly without aid, she'd be able to. University of 
Pennsylvania scientists built flying robots that can pick up materi- 
als and build structures autonomously using sensors to judge range 
and the best spot for the next piece, so this isn’t impossible. 
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SELECT. 


hile the next 
generation 
of home 
video-game 
consoles is 
still some 
time off, the next-gen of hand- 
helds is upon us, with the recent 
announcement of Sony’s follow- 
up to the PSP, the NGP, timed to 
try and steal some of the thun- 
der from Nintendo delivering 
the 3DS to market in the early 
part of this year. 

Choosing which one youre 
going to commit to may bea 
silly question. Lots of hardcore 
gamers will happily purchase 
both as some fanboys look on in 
utter disgust. Some people will 
probably choose neither, opting 
to follow other mobile options 
like games on their iOS device 
or tie portable gadget. But if 
you just can’t decide which one 
to go with, let our handy guide 
to the two systems illuminate 
your pathway—or give you 
more ammunition for your fan- 
boy flamewars. Both are accept- 
able uses. 

The important thing to re- 
member is that, ultimately, this 
is an apples vs. oranges debate, 
much more so than Xbox 360 
vs. PlayStation 3 or even con- 
soles vs. PCs. Both handhelds 
are bringing a lot of interesting 
new features and capabilities to 
the table, giving gamers many 
more options than they ever had 
with their original big, white- 
brick Game Boys or even the 
original PSP. If you can't find 
anything to titillate you in ei- 
ther machine's hardware specs 
or game lists, then maybe you 
just don’t like playing games on 
the go. For the rest of us, it’s a 
pretty intriguing set of options, 
and it’s good reason to get ex- 
cited about what we'll be play- 
ing on our commutes and plane 
rides in the years to come. G 


Size 


Weight N/A 


Screen 
OLED 


Multi-touchscreen 
(capacitive type) 


Processors 
(4 cores) GPU: 


Wireless 


Wi-Fi, Bluetooth 


Cameras sien 
rear 


Backward 
compatibility 


Price 


Release Date 


5.3 x O08 x 29 inches 


3G Mobile network, 
IEEE 802.11b/g/n (n = 1 


Yes, but no UMD sup 


Spec Chart: 


5 inches (16:9), 960 x 544, 
Approx. 16 million colors 


PU: ARM Cortex-A9 core 
SGX543MP4+ 


x1) 


Two cameras, front and 


port. 


716 X 0.73 X 3.3 inches 


8 ounces (approx.) 


| : 3.53-inch 

W een LCD 3D display, 
800x240 pixel resolution (400 
pixels re each eye in 3D). 


Bottom screen: 3.02-inch LCD 
Seance n with 320x240 
resolution. 


IEEE 80211 with enhanced 
security (WPA/WPAZ2) Wi-Fi, 
“always on’ background 
connectivity. 


One inner camera Se 
uter cameras with 640x48 
03 Mega) pixel resolution. 


DS and DSi ga 
are SUP ae. 


$249.99 


03/27/2011 


The X-Factor  — 


ames and brand loyalty 

may be the two biggest 

deciding factors for gam- 
ers when it comes to choosing the 
NGP or the 3DS, but both Sony 
and Nintendo are trying to attract 
your attention with some cool 
features that will hopefully push 
you toward their product. With the 
3DS, it’s obviously all about the 3D, 
though the passive connectivity of 
StreetPass could get gamers inter- 
ested in playing more against their 
friends and strangers online. Other 
cool new features include the Mii 
Maker, which takes a picture 
of your face and generates a Mii 


automatically, and the 3D depth 
slider for those who need to adjust 
the depth of field of the 3D, pos- 
sibly to prevent vertigo. 

The NGP, on the other hand, 
really seems to have taken Sony’s 
marketing line “it only does every- 
thing’ to heart. While it doesn’t 
play Blu-ray discs, it does have a 
lot of features PSP fans have been 
asking for, like real analog sticks, 
better graphics, and a touchscreen. 
Sony's kitchen-sink approach to 
the NGP could go over quite well 
with people looking for a handheld 
that does “almost” everything that 
a home console can do. 


G) © | BATTLE OF THE HANDHELDS 


Staii 
Picks: 


Karen Chu: Blargh! I don’t 
want to carry yet another 
portable gizmo in my bag! 
But in the spirit of debate, 
I will have to go with the 
NGP because I have a feel- 
ing that the 3DS will kick 
my wussy motion-sickness 
problem into overdrive, or 
“overvomit,” if you will. 


Will Herring: NGP for the 
dual-analog sticks. The 
dual touchscreen controls 
also have me intrigued 

for the future of that kind 
of gaming. 


Tae Kim: I’m going with 

the 3DS, simply because 

the tech interests me and 
I trust Nintendo’s history 
with handhelds far more 
than I do Sony’s. 


Patrick Shaw: I’m more 
excited about the Nintendo 
3DS than Sony’s NGP, not 
because of any particular 
game (though there are 

a ton of games coming), 
but because it creates 3D 
effects without any glasses, 
and that rules. 


Jaz Rignall: Hmmm... 

do I spend $300-plus to 
buy a new mobile gaming 
platform with one game, or 
do I keep my iPhone and 
spend all of that money 
on what could amount to 
200 games? Sure, I might 
not get the 3D of the 3DS 
or the tech brilliance of 
the NGP, but when I’m on 
the bus or waiting in line 
at the store, as long as the 
game I’m playing as fun, 
neither of those matter 


much to me. 
“= 


games expected to arrive in the “launch window’ (i.e., within a month or two of 


~ o far, Nintendo has been far more specific and forthright about their list of 


the 3DS’s debut). But looking at it from a strictly “potential” point of view, both 
companies have an impressive list of first- and third-party franchises from which to 
draw titles. Here’s a look at the games we’re most excited about: 


NGP: Sony hasn't an- 
nounced too many titles for 
the NGP, launch window 

or otherwise, outside ofa 
couple of oddball games we 
don’t know a lot about at the 
moment. What makes So- 
ny’s list interesting, though, 
is the number of exclusive 
franchises they have to 
draw from—and their stated 
intent to do so. As much as 
we love Hot Shots Golf, the 
notion of playing new Un- 
charted, Killzone, or Wipeout 
games on the NGP’s glorious 
display has definitely got us 
excited. 


Games list: 

Hot Shots Golf Next, 
Killzone, Uncharted, 
Wipeout, LittleBigPlanet, 
Resistance, Little Deviants, 
Reality Fighters, Gravity 
Daze, Smart As, Broken, 
Hustle Kings 


3DS: While the official announcements of Su- 
per Mario, The Legend of Zelda: Ocarina of Time, 
Kid Icarus: Uprising, and Star Fox 64 3D should 
have any Nintendo fan buying a sleeping bag to 
Camp out in front of GameStop a month early, 
were still a litthe concerned about the number of 
games that are really just 3D remakes of older 
DS games. Still, you cant argue with a lineup 
featuring these heavy hitters in it, and playing 
through Ocarina of Time yet again—though 3D 
could bring a lot to the experience—is never 
something we would complain about. 


Games list: Super Mario, Pilot Wings Re- 
sort, Super Street Fighter IV 3D Edition, 
Nintendogs + Cats, Steel Diver, Asphalt 
3D, LEGO Star Wars III: The Clone Wars, 
Kid Icarus: Uprising, The Legend of Zelda: 
Ocarina of Time, Madden NFL Football, 
Dead or Alive Dimensions, Pro Evolution 
Soccer 2011 3D, Star Fox 64 3D, Ridge 
Racer 3D, Combat of Giants: Dinosaurs 
3D, Resident Evil: The Mercenaries 3D, 
Bust-A-Move Universe, Super Monkey Ball 
3D, Samurai Warriors Chronicles, Ghost 
Recon Shadow Wars, The Sims 3 


Razer Switchblade 


Sony Ericsson 
Xperia Play 


iPad 2 


Hitachi Wooo HoOO1 


PC games on the go. 


The undisputed hit of this year’s Consumer Electron- 
ics Show (for gamers, at least) is the Razer Switch- 
blade, a notebook-size laptop that features a multi- 
touch display as well as a nifty dynamic keyboard 
that visually adapts itself to the control scheme for 
whichever game you're playing. The graphics are on a 
par with the better gaming laptops out there, but the 
size and flexibility of the controls is geared directly 
at the gaming market. Finally, you can play World of 
Warcraft from anywhere now. 


It only does everything... 


Originally tagged with the misnomer of “the PlaySta- 
tion Phone,” the Xperia Play is the first device to take 
advantage of Sony’s new PlayStation Suite technol- 
ogy, which will bring Sony’s games to a number of 
different licensed devices. While there’s not a lot of 
info on just how good of a smart phone it might be, 
the licensing of the PSP technology is an interesting 
development. How long before we see it on a tablet? 


What will the next big iOS device 
have for gamers? 


On March 2, right across the street from the Game 
Developer’s Conference (a meaningful “coincidence,” 
for sure), Apple CEO Steve Jobs unveiled the iPad 2, a 
slimmer, more graphically powerful successor to their 
highly successful tablet PC. Gamers should benefit 
from the increased power of the 1GHz dual-core 
Apple A5 processor and should also probably enjoy 
the updated form factor that makes the device much 
easier to hold. Apple clearly gets that their iOS devices 
are becoming a hit with gamers. 


The whistles go woo-woooo! 


The portable gaming device with the silliest name is 
also the first mobile device with glasses-free 3D to 

be released...in Japan. While it does feature a higher 
resolution 3D screen than Nintendo’s 3DS, there’s not 
much word on games that will be available for it or 
whether or not we'll see it released in North America. 


> 
Tom Price: My vote goes to 
the NGP, and that’s mostly 
because of the games. But 
also because I'm worried 
that the 3DS’s 3D technolo- 
gy is going to make me feel 
pukey after longer sessions 
with it. 


AJ Glasser: 3DS, because 
of Dead or Alive. 


Jason Wilson: I’m Swit- 
zerland in this battle; I’ve 
already bought a 3DS, and 
I plan on getting the next 
PSP when it comes out as 
well. I commute 3 hours 

a day on a transit system 
notorious for its cooks, so I 
need plenty of good games 
to keep me occupied (not 
to mention sane) while on 
the train. 


Will Chu: I'm shooting 
for the NGP. Dual-analog 
sticks is what really sells 
me on this system. The 
3DS can wait. ’m sure 
there'll be a new and 
improved version a year 
from its release date. Plus, 
the 3DS has a bulky design 
that lacks any innovation. 
Seriously, two different- 
sized screens? Thanks 

for making everything so 
much more difficult with 
your unstandardized form 
of media, Nintendo! 


Andrew Yang: Wait, there’s 
new handhelds coming 
out? Which one has a bet- 
ter chance of impressing 
the ladies? 


FEATURE 
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| Blocks are a timeless, classic 
toy. hey can help develop 
motor and coordination skills in 
babies, and when used to stack 
and build, they can stimulate a 
young childs mind. They can 
also continue to intrigue and 
| entertain beyond childhood, as 
many games, desktop toys, and, 
indeed, one ofthe greatest toys of 
all time, Lego, ably demonstrate. 


a 


Sifteo’s office has that startup feel. Very creative. Very uncorporate. 


hile blocks can stimulate the imagination and be 
fun to play with, they are inert in nature: fundamen- 
tal pieces to be put together to create something 
greater than the sum of its parts. So what happens 
when you take this most basic of toys and evolve it 


by imbuing it with cutting-edge technology? That's 
what Sifteo, a new San Francisco-based tech company, have done, and 
the results of their endeavors have transformed the humble block into 
something completely new. We first heard about Sifteo at CES at the 
beginning of January, and after seeing a demo, we just had to go and 
check it out for ourselves so we could experience it first-hand. 


So off we went to meet David Merrill 
and Jeevan Kalanithi, the cofounders 
of Sifteo, to find out more about their 
interesting new toy. Or should that 
be toys, because Sifteo isn’t a singular 
item: You actually get three of them 
in a starter pack, and they come ina 
neat little storage tray that doubles 

as charger. 


A Sifteo cube—I'll call it a Siftie for 
now, since there doesn’t seem to bea 
singular noun for just one—is a neat, 
smooth, little white plastic block that 
has a 128x128 LCD screen on the 
front but is otherwise featureless. 
The entire screen can be pressed like 
a button, and doing so results ina 


nice, tactile “click.” Inside the robust 
and innocuous exterior sits a 3-axis 
motion-sensing accelerometer, a 
2.4GHz wireless communicator, and 
a 32-bit CPU. What that means is 
each Siftie is motion-sensitive, knows 
its orientation, can sense other Sift- 
ies around it, and is able to operate 
independently like a mini-computer. 

So what do you do with these 
things? Well, basically, they’re empty 
and devoid of functionality until 
you boot up your PC or Mac, pop the 
Sifteo wireless communicator into a 
spare USB slot, and load the Sifteo 
program, which stores whatever 
games and apps you've bought from 
the Sifteo store. Click on an app 
and it quickly loads into your Sifties 
and activates them so you can start 
playing. And that’s where things start 
getting very interesting. 

Since Sifties operate indepen- 
dently, but can also interact with one 
another in a wide variety of ways, 
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Karen Chu, Art Director 


they have the potential to be a totally 
new and unique gaming platform. 
The first very simple demo we saw 
displayed a fraction on each cube, 
and you quickly had to line them up 
in order of smallest to biggest within 
a time limit. It’s not quite as easy 
as it sounds, and it’s a lot more fun 
than you might think, because you're 
messing around with blocks while 
using logic and puzzle-solving skills 
under pressure. You're not just mov- 
ing numbers around on a screen. 
That demo showed us the basics— 
but next up was something that felt 
a lot more like a traditional game: 
a Bejeweled-style color-matching 
action-puzzler. Each Siftie displayed 
a bunch of random colored shapes, 
which you could make disappear by 
lining up the cubes side-by-side so 
that the colors matched. Once those 
colors had vanished, you could pick 
up each Siftie and tilt them to slide 
the remaining shapes together and 
try again. It’s a very simple concept, 
but one that was a lot of fun—taking 


Sifteo is amazing...but after picking 
up my dropped-jaw from the floor, I 
: realized that the current company’s 

main focus seems to be on educational games for 
children. Could Sifteo be cornering and limiting 
themselves in that market? Rather than thinking 
of these cubes as toys or games, they have the 
potential as tools for everyday life. Imagine using 
these cubes in the corporate world to track pro- 
cess and handoffs for projects! The Sifteo concept 
is so fun, tactile, and quirky, and I cannot wait for 
developers to really inject that spirit into aspects 
outside of the kindergarten classroom. 


classic puzzle-game mechanics and 
bringing a new dimension to them 
by essentially breaking the screen 
up into three separate components 
that can be oriented in any number 
of ways. 


Let the Games Begin 

But it was the next demo that really 
opened our eyes. This time, each Siftie 
displayed a small square piece of a 
maze, one which had a little penguin 
character called Booker in the middle 
of it. When the game started, Booker 
started to walk toward the edge of the 
screen, and if you put a Siftie with a 
corresponding maze piece next to it, 
Booker walked from one to the next. 
Easy enough...until Booker ran into 

a monster that then started chasing 
him. We quickly realized that the 
objective is to create an escape route 
away from the monster by dynamical- 
ly building a route in front of Booker. 
This was definitely fun and showcased 
some of the possibilities of Sifteo as a 
unique gaming system. 


Other demos we saw included one 
where you have to very quickly dy- 
namically stack your cubes in specific 
ways to match moving trails, an app 
that lets you tilt your cube to draw 
pictures like a mini Etch A Sketch, 

a color-mixing program, and even a 
basic set of dice that can be used for 
any kind of dice game. We’ve also 
seen an earlier video demo of Sifteo 
being used to manipulate music loops 
and notes, in similar style to the Re- 
actable electronic instrument, which 
we thought was seriously cool. We’re 
hoping that something like that ap- 
pears when Sifteo is released, because 
the possibilities for a music generator 
and/or game are huge. 


When and How Much? 
And speaking of release—the com- 
pany is hoping for a soft launch later 
this year. Sifteo is still in its test- 
ing phase, but the product already 
looks and feels highly polished. The 
company has created a development 
program and SDK, which, coupled to 


its Sifteo online app store, makes it 
easy for potential developers to make 
and sell programs for the product. 
Because as any gamer knows, it’s the 
software that'll drive a piece of tech 
to success. 

Projected price is $150 for a pack 
of three Sifties and a charging tray. 
Up to six Sifties can work together, 
and players will be able to buy addi- 
tional incremental cubes to add 
to their collection. 

So far, we're really excited by the 
concept of Sifteo. If enterprising 
developers embrace it, it’ll have 
very strong future. It clearly has the 
potential to be a very fun learning 
tool, a toy, and also a completely new 
and unique gaming platform. Its only 
limitation is the fact that you need 
to have a PC or Mac close by to run 
it, but that feels like no big deal once 
you start playing with them. 

Keep watching this space—as soon 
as we can get our hands on produc- 
tion versions, we'll give it a full road 
test!G 


FIND OUT WHAT THE GAMEPROS ARE PLAYING. 
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Superhero Fail: 


It’s a bird. It’s a plane. 


It’s acrappy game 


Superheroes are everything video games should 
be: inspiring, empowering, fun. So why, in the 
40-plus years of video-game history, do we have 
just a handful of successful superhero games? 


omething’s wrong 

with comic-book 

superheroes in video 
games. Take a look at any of 
the video games grounded in 


a recognizable comic-book 
superhero property and it 
probably has a middling 

to low score on Metacritic: 
The Incredible Hulk (2008), 


55/100; Superman Returns 
(2006), 51/100; Watchmen: 
The End is Nigh (2008), 
55/100. A few superhero 
games stand out, but by and 
large, a disconnect exists 
between comic-book super- 
heroes and video games. 
Even the games that we say 
get it right with superhe- 
roes aren't bringing in high 
scores—the recently released 
DC Universe Online has mixed 
reviews, ranging from 4/10 
to 10/10 on Metacritic (see 
“What The Critics Said”). 
And those that are good 


AND WHAT THEY’RE NOT. 


y 


games sometimes wander so 
far from the source material 
that we don't really connect 
the game directly to the 
comics, like 3-on-3 brawl-fest 
Marvel vs. Capcom 3. 

In the last 40 years, we’ve only 
seen six superhero games based 
on licensed comic books that you 
can call clear critical successes: 
Batman: Arkham Asylum (Play- 
Station 3, Xbox 360, PC), Marvel: 
Ultimate Alliance (PS3, Xbox 
360, Wii, PS2), The Incredible 
Hulk: Ultimate Destruction (PS2, 
Xbox, GameCube), Spider-Man 
(PlayStation), Spider-Man 2 
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ANALYSIS 


(Xbox), and The Darkness (PS3, 
Xbox 360). But for every Arkham 
Asylum or Ultimate Alliance, we 
have six steaming piles like Super- 
man Returns or Watchmen: The 
End is Nigh. This leaves us with a 
staggering ration of good-to-suck 
superhero games. 

Why is this? Games aren't 
incapable of rendering a super- 
hero's powers; you can probably 
name half a dozen games you've 
played in the last six months 
that allow you to fly or blast 
things with hand lasers. Nor are 
video games somehow prejudiced 
against comic books; NCSoft 
and Cryptic Games’ City of 
Heroes actually netted copyright 
infringement lawsuits by paying 
too much homage to Marvel 


Comics. Even coming from the 
comic book side of it, you can’t 
find a concrete explanation for 
the fail rate—Marvel Comic and 
DC Comics have a long history 
of lending out their characters to 
create video games. Spider-Man 
stars in 23 video games between 
1982 and 2011, while Batman 
stars in 27 video games between 
1986 and 2011. Marvel even 
threw money at Marvel Universe 
Online—a project that never 
saw the light of day—in a time 
when the comic-book industry 
faced financial ruin. That ought 
to be enough to convince us that 
they want comic-book superhero 
games. And clearly gamers want 
comic-book superhero games 
because they keep buying these 


games—even the crappy ones— 
enough to encourage developers 
to make more. 

The problem is, comic-book su- 
perhero games suck. We blame it 
on gameplay flaws, on poor game 
design, even on legal conflicts 
between comic book and video- 
game publishers. But the fact 
is that video games struggle to 
deliver the superhero experience. 

This is where superhero games 
get it wrong: that line between 
player and character. Develop- 
ers can create a character ina 
game that flies, slap an “S” on his 
chest, and put him in Superman’s 
colors—but that’s not enough 
to make him Superman. He has 
to have characterization equal to 
what he gets in the comic books. 
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He has to move and speak the 
way he does in the comic books. 
He has to be Superman from the 
comic books. But to make it a 
video game, that character has to 
be the player, too. 

We see this divide between 
player and comic-book superhero 
very clearly in 2008's The Incred- 
ible Hulk. The character looks and 
sounds like The Hulk, and the 
player can make the character 
smash just about any structure 
in the gameplay environment. 
But, complained several reviews, 
that’s just about all the player can 
do as The Hulk. The story has no 
depth, no element of the private 
hell Bruce Banner lives in being 
unable to control his monstrous 
green alter-ego. You are not 


The Hulk. You're just making a 
character that looks like The Hulk 
bang his fists into the side of a 
building until it falls over. 

Even going farther back to 
older superhero games with good 
review scores—like 1994's The 
Death and Return of Superman 
on the Super Nintendo—we still 
see the games missing the mark. 
Yeah, the game’s good for a 2D 
side-scrolling beat-'em-up, and 
Superman can fly and all, but the 
Superman we know does more 
than just punch people and in the 


confines of the game, and he can 
only fly in the limited range of 
the screen. It’s more like control- 
ling a Superman puppet than 
living a Superman fantasy. 

At the end of the day, we're not 
The Hulk and we're not Super- 
man—we only wish we were. A 
superhero is what he is because 
he’s an unattainable ideal. The 
comics show us such a narrow 
perspective on who and what 
defines this character is that our 
imaginations are free to fill in the 
rest. It’s almost as if Superman 


High, Low, and 
Everything in Between 


pracy rms remee remaster) 


Tom Chick, GamePro, PC Version: 


Loved It “After a week of play, | can 
say that DC Universe works won- 
derfully as a Ssuperhero-themed 
action-RPG. On the fundamental 
level of stability, the launch has 
been a resounding success.” 

» o.oo. @ 4 


Jeff Gerstmann, Giant Bomb, 

PS3 Version: Hated It “The game’s 
combat feels limp, the quest design 
is immediately monotonous, and 
the whole package manages to 
make being a superhero or villain 
feel like the most mundane thing in 
the world.” 

tok 


Nick Kolan, IGN, PC Version: 

Meh “DCUO is far from a bad 
game. There are indeed times 
when it shines fantastically with 
the potential for greatness, but its 
many faults, most minor but some 
quite large, ensure that it never 
reaches those heights.” 

7/10 


Of all of DC’s superheroes, 
Here’s One Without a Game 
of Her Own 


Wonder Woman is one of DC 
Comics’ oldest characters (circa 
1941), but she hasn’t got one vid- 
eo game to her illustrious name. 
The closest a Wonder Woman 
fan could get to playing as her 
would be any one of the medio- 
cre Justice League games for the 
GameBoy Advance or PlayStation 
2 and Xbox, or that slightly less 
mediocre fighting game, Mortal 
Kombat vs. DC Universe. Talk 
about unrealized potential. 


;OMIES 


The two have alotin common 


¢« Comics born 70 years ago (Action Comics). 


¢ Video games “born” 60 years ago (science 
accidentally discovers fun ways of manipulating 
radar displays). 


¢ Created as an escapist pastime during 
international crisis (World War Il, The Cold War). 


e Initially dismissed as trivial. 
. Later reviled as dangers to society. 


° In fact, both mediums still are. 


¢ Bledinto mainstream culture with cartoons, 
movies, and toys. 


lives more in our minds than he 


does on the page. 

Take the casual way in which 
people wish for Superman with- 
out wishing to be Superman. “In 
2006, Superman returned to the 
big screen, and not a moment too 
soon, Rabbi Simcha Weinstein 
remarks in the conclusion of his 
book Up, Up, And Oy Vey! (Le- 
viathan Press 2006) “The world 
needs him today more than ever.” 

What does that even mean? 
That the world needs an illegal 
alien with laser vision to come 


beat up some terrorists for us? 
No—Weinstein implies that 
the ideals Superman represents 
are vital to society’s well being 
because sometimes we need to 
feel like there’s something bigger 
and better than us that we should 
strive for. 

A video game can't de that. 
It can't be some unattainable 
ideal that asks the player to 
attach their own significance to 
it. A video game is an interactive 
experience that needs to do a lot 


of the creative “filling in” by itself 


so that the player has something 
concrete to engage with. A video 
game’s take on a superhero is 
something that the player can 
attain if they’re pressing the right 
buttons and leveling up the right 
skills. By interacting with a game, 
a piece of ourselves becomes 
entwined with the game—we 
internalize gameplay as “I went 
here and I punched this wall, 
then I leveled up,” instead of 
passively observing it as “Batman 
went here and punched this wall, 
then he leveled up.” If we believe 
that we're not supposed to be 
in the game—because this is 
Batman we re talking about—we 
disconnect from the game and it 
loses the “feel.” 

It's almost fundamentally 
incongruous to ask a game 
to capture the superhero 


level CB? 


experience; so much of it can’t 
seem to be quantified in a game. 
Almost, we say, because there 

are those games that got it 

right. The comic-book heroes 

on which they’re based don’t 
matter—some come from DC, 
some Marvel, and The Darkness is 
an Image Comic property—and 
the gameplay styles vary from 
game to game. But they all share 
common elements of inspiration, 
empowerment, and fun—three 
core things both comic books and 
video games are supposed to be. 

That's the way future comic- 

book superhero games can close 
the gap between the Arkham 
Asylums and The Incredible Hulks: 
by focusing on the things that 
comics and games have in common 
instead of trying to force parallels 
in the places where they differ. 


WILL’S TAKE 


“I'm with AJ on this one. As much as | idolize Batman and 
all that he stands for, I'd very much never want to step into 
Bruce Wayne's lead-lined bat-boots for more than a quick 
moment. It’s tough, though, striking that balance between 
the initial fan-service freak-out (“I’m actually playing as 
Batman! In a video game!”), worthwhile gameplay, and a 
consistently engaging and fitting story. Take Batman: Dark 
Tomorrow, for instance—horrible game with awful controls 
and a flat-out broken camera, but it boasted an impressive 
narrative chock full of the Dark Knight’s more obscure 
villains. On the flipside, take a look at any number of the 
Streets of Rage-inspired Batman games from the ’90s— 
good arcade-style fun, sure, but where are the drama and 
the memorable characters?” —Will Herring 
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JASON’S TAKE 


“The problem I've always felt superhero games encoun- 
ter is the convention of building your character in video 
games: starting with few or no powers, gadgets, etc. Such 
an approach misses the point: Superheroes a/ready have 
their powers. The challenge lies in breaking normal game 
conventions to tell the story. Don’t bother charting the 
hero's ascent; show us how they deal with foes who know 
how to take advantage of their weaknesses and disadvan- 
tages. Superman may be able to kick Lex Luthor’s butt, but 
he was powerless to stop his nemesis from becoming the 
President of the United States. Get creative.” —Jason Wilson 


PLAYSTATION 3 


1. MotorStorm: 
Apocalypse 

| 2. SOCOM 4 

| 3. Brink 

4. Infamous 2 
5. Sorcery 


BEST-SELLING PS3 


1. LittleBigPlanet 2 
2. Dead Space 2 

3. Call of Duty: 

| Black Ops 

| 4. Mass Effect 2 

| 5. Two Worlds Il 


“According to 
VGChartz.com. 


Jeff Green (@Green- 
speak): BTW, “Tactics 
Ogre: Let Us Cling 
Together’ is like the 
biggest WTF for a game 
name ever. | mean that 
ina good way. 


UPCOMING PS3 GAMES | 


What's Kept 
Us Playing 


Need for Speed: 
Hot Pursuit 
I hate “it’s this crossed with 
that” statements, but Need 
for Speed: Hot Pursuit is such a 
terrific blend of Need for Speed 
and Burnout that the cliché is ac- 
curate. Despite lacking the depth 
or realism of a Gran Turismo, Hot 
Pursuit gets by on its fantastic 
multiplayer gameplay, wonder- 
fully integrated leaderboard 
and community functions, and 
a sense of speed that should 
sate your need for it...or maybe 
just drive you to go faster. My 
pure driving enjoyment is only 
heightened every time I unlock 
a new police cruiser, though. 
A Subaru Impreza WRX done 
up like a black-and-white 
cherry-top? Yes, please. Though 
I rue the day the real California 
Highway Patrol figures out how 
cool this is, too, and starts using 
it. —Tom Price 


"Seg, 
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Killzone 3 
I’ve been a fan of Guerrilla 
Games’ Killzone franchise ever 
since the flawed but underrated 
PS2 original. Killzone 2 was a 
massive leap forward for the se- 
ries, addressing many of the first 
game's issues while delivering 
an awesome, grittier alternative 
to other sci-fi themed shooters 
like Halo. Killzone 3 is no differ- 
ent in that it too expands on 
the strengths of the previous 
game while fixing some of its 
problems. Killzone 2 is great, but 
its blasted, war-torn settings all 
blend together at a certain point. 
And what really stands out 
about Killzone 3 is the tremen- 
dous amount of energy Guer- 
rilla’s put into bringing more 
variety to its environments. 
Some of my favorite moments 
from the campaign include an 
arctic level where you re flying 
around enormous glaciers with 
a jetpack, a nightmarish alien 
jungle with exploding plants, 
and a level where you infiltrate a 


Helghast base while disguised as 


a Helghast trooper. Killzone 3 is a 


must-play for FPS fans. 
—Patrick Shaw 


Dungeons & 
Dragons: Tactics 
I want handheld and mobile 
games that hold my attention. 
This is why I favor strategy and 
role-playing games for my long 
train ride to and from GamePro 
HQ. You don't get more stat- 
driven than Dungeons & Dragons, 
and the PSP game Tactics is one 
that demands your attention 
when playing. The game uses 
the 3.5 Edition rules, and while 
the story isn’t all that interest- 
ing, the development of your 
character, the deployment of 
your adventurers, and the way 
in which you tackle objectives 
require a great deal of thought. I 
learned this the hard way when 
my mage’s Fireball spell blew 
up in our faces after hitting a 
ledge (terrain counts, too, and 
you must consider friendly fire 
when flinging spells). The action 
can be slow and deliberate, but if 
you enjoy a good dose of tactical 
planning with your dungeon 
delving, give Tactics a look. 
—Jason Wilson 
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Remake Worth 
Revisiting 


Tactics Ogre: 
Let Us Cling Together 
Though it’s appeared on a num- 
ber of different platforms since 
its original Japanese release in 
1995, Tactics Ogre: Let Us Cling 
Together for PSP is arguably the 
best version of this strategy 
-RPG to date. Quest and Square 
aficionados will immediately 
notice that famed designer 
Yasumi Matsuno has returned 
to the series, gifting his distinct 
art style and eye for story 
details to this remake. Sporting 
a wealth of improvements over 
the PlayStation version, includ- 
ing updated graphics, a reworked 
score, and a new system that 
allows players to rewind combat 
by up to 50 moves, this is truly 
a worthy remake of one of the 


best strategy-RPGs ever. 
—Andy Burt 


Best Ba 
for Your Buck 


‘Modern Combat: Domination 
While its graphics aren’t the prettiest, Gameloft’s generically titled 
first-person shooter is worth $8, especially if you’re a fan of older mul- 
tiplayer FPS games like Counter-Strike. The PlayStation Network—exclu- 
sive Modern Combat: Domination pits special forces against mercenaries 
in online matches with up to 16 players. Modern Combat can’t compare 
with other shooters that take place in contemporary settings like Call 
of Duty: Modern Warfare 2, but it’s not really trying to. It is, however, 
worth the price of admission if you enjoy the simpler days of team 
deathmatch. The game’s biggest drawback is its lack of single-player 
support. If you're not going to take the game online, don’t even bother. 
A free demo’s also available on PSN, so give it a try. — Patrick Shaw 
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What’s Lost 
Our Interest 


~~ DC Universe Online 
I trucked along toward level 30 
without actually knowing what 

I would do when I got there. I 
find, now, that the answer is: 
Stop playing. This seems absurd 
to me because the game is an 
MMO—you know, designed 

for continuous play. But sucha 
big part of that little acronym 
“MMO?” is multiplayer, and I 
just haven't gotten into a groove 
where I can group with other 
players consistently. Sometimes 
it’s the game’s fault, because the 
grouping menus are a bit buried. 
But most of the time it’s my 
fault—because I’m antisocial. 
Like Batman. —AJ Glasser 


XBOX 360 


BEST-SELLING 360 


State 

of the 
System: 
Xbox 360 


UPCOMING 360 GAMES | 


1. Portal 2 

2. Mortal Kombat 
3. Red Faction: 
Armageddon 

4. Child of Eden 
5.L.A. Noire 


1. Kinect Adventures 
2. Dead Space 2 

3. Call of Duty: 

Black Ops 

4. Dance Central 

5. Kinect Sports 


“According to 
VGChartz.com 


Cliff Bleszinski (@the- 
realcliffyb): Okay, the 


real reason Bulletstorm 


was built was because 
Gears wasn't ready 
for this spring and we 
needed a product to 
f*ck with Killzone. ;) 


What’s Kept 
Us Playing 


Call of Duty: 
Black Ops 
Call of Duty: Black Ops continues 
its reign of terror over my free 
time. Despite that I officially 
suck at the game, I keep playing 
it, rolling and rerolling weapon 
and equipment layout combina- 
tions in the hopes of finding one 


that will get me some damn kills. 


I have no idea why | keep going 
back for more punishment, but 
they really should program it so 
it refuses to boot after you've 
been killed enough times. 
—Tae Kim 


Enslaved: 
Odyssey to the West 
The work that Andy Serkis 
has done with developer Ninja 
Theory, first on PS3-exclusive 
Heavenly Sword and more re- 
cently on Enslaved: Odyssey to 
the West, has been impressive 
enough to make me excited for 
any future collaboration. The 
level of art he and his team bring 
to the motion capture and voice 
work brings the characters to 
life in a way you don't see in 
other games. But that’s not the 
only reason it’s a crime more 
people didn’t play Enslaved—it’s 
an action-adventure with much 
cleverness behind its gameplay, 
deftly combining puzzle-solving 
and traversal challenges set 
around magnificent setpieces. In 
short, go play it. Now. 
—Tom Price 


Stacking 
I gave this game a 4-out-of-5 
on GamePro.com because it’s 
entirely possible for you to beat 
the game in a short time if you 
play it the wrong way. Now 
that I have time, I’m definitely 
doing this game right. Instead of 
speeding through stages by solv- 
ing each puzzle with the easiest 
possible solution and using only 
the most essential stacking dolls, 
I've been exploring each stage to 
its limit, discovering every pos- 
sible puzzle solution, finding all 
of the hidden dolls, and soaking 
in every line of dialogue that I 
can. I figure that by the time I’ve 
reached the 100 percent point of 
Stacking, ll be ready for Round 
One of the game’s DLC. I hope 
they can make the “Hi-Jinks” 
bonus missions just a tad more 
clever. —Dave Rudden 


What I Really Want 
to Like but Don’t 


Test Drive 
Unlimited 2 
Sometimes, you watch a movie 
where you absolutely love the 
story, but it’s messed up by 
crappy special effects or terrible 
acting. Or youre at a restaurant 
that serves a meal that looks 
incredibly tasty but is somehow 
seasoned wrong. Test Drive 
Unlimited 2 is a game whose 
idea, structure, and gameplay I 
absolutely love but whose pre- 
sentation, visuals, and execution 
let it down. Basically, the game 
is akin to a kind of racing MMO 
in which players race around two 
full islands worth of open-world 
environment, leveling up and 
customizing their character by 
completing challenges and races. 
There’s a ton of things to do in 
the game, and you can even buy 
property, clothes, and, of course, 
cars. You can also compete 


against other racers online 
thanks to the clever and seam- 
less integration of social racing 
into the game environment. 

All that stuff ticks all the right 
boxes for me and makes the 
game one | want to love. But 
unfortunately, the graphics are 
a bit weak, the game’s handling 
engine is just a bit rudimentary, 
and there are too many aspects 
of the game’s design that just 
aren't particularly well put- 
together. These get in the way of 
enjoying what the game is, and 
ultimately, they take the shine 
off a product that is so nearly 

a truly great racing game. I’m 
hoping that Atari continues to 
invest in the series—with more 
polish and work, I really think 
this series can be a contender. 
But for now, it just has too many 
rough edges to keep me playing. 
—Jaz Rignall 


Demo That’s 
Made Us Want 
the Full Game 


Bulletstorm 
The playable demo for Epic 
Games’ Bulletstorm may be 
short, but it’s more than | 
needed to convince me the full 
game's something | must have. 
The game’s toilet humor and 
grotesque nature may not be for 
everyone, but if you're a fan of 
Arnold Schwarzenegger movies 
with tons of death and absurd 
dialogue, then you'll likely get 
a kick out of Bulletstorm, too. 
The game’s “skill shots” system, 
where you achieve combo kills 
through stringing together, 
shooting, kicking, and yanking 
enemies toward you with a leash, 
is a lot of fun and what I’m most 
looking forward to experiment- 
ing with once I get the full 
version. And while it shares little 
in common with Epic's flagship 
Gears of War series, it has a simi- 


lar gritty aesthetic, which is sure @ 


to appeal to Gears fans. 
—Patrick Shaw 


Kill It with Fire 


Duke Nukem: 
Manhattan 
If you're looking forward to get- 
ting your hands on Duke Nukem: 
Forever, you may be tempted to 
check out Duke Nukem: Manhat- 
tan, which is available on Xbox 
Live Arcade. Don't. This ugly and 
incredibly broken sidescrolling 
action game offers virtually no 
redeeming value. I wouldn't 
even recommend Manhattan 
to diehard fans of the series. In 
fact, it’s easily the weakest game 
to carry the Duke name. If you 
want to refresh yourself with 
classic cigar-chomping, stripper- 
tipping Duke Nukem, play Duke 
Nukem 3D, which still holds up 
well enough today and is also 
available for download on Xbox 
Live Arcade. —Patrick Shaw 


System: 
Wii & DS 


UPCOMING WII GAMES 


1. The Legend of Zelda: 
Skyward Sword (Wii) 
2. Super Street 

Fighter IV (3DS) 

3. Dead or Alive: 
Dimensions (3DS) 

4. Shin Megami Tensei: 
Devil Survivor 
Overclock (3DS) 

5. The Conduit 2 (Wii) 


BEST-SELLING WII 


1. Wii Sports 

2. Wii Sports: Resort 
3. Just Dance 2 

4. Wii Fit Plus 

5. Michael Jackson: 
The Experience 


“According to 
VGChartz.com 


@imonsubaru: Your 
mom is so fat she uses 
cheat codes for Wii Fit 


with whom I share a gaming 
space, and it seemed like every 
time I turned my back this 
month, the TV input switched 
to the Wii setting and the 
Balance Board appeared on the 
floor in front of the TV. One 
day, I parked it in front of the 
TV all day to see if one of them 
would come and challenge me 
for time with the Wii so I could 
see exactly what they were 
playing—but they both stayed 
in their rooms, and finally I was 
forced to load up the console 
and spy on them. I found Wii Fit 
Plus in the tray—and their BMI 
trackers showed steady declines 
while my year-old data stayed 
parked in the midrange. Now 

I find myself loading the game 
up every morning, too, just 

to weigh in and keep my BMI 
tracker current. And that, kids, 
is what we call peer pressure. 
—AJ Glasser 


ov noe te 
{f Gs B88 


ron Gpene 


Before I entrench myself in the 
world of 3DS, I’ve decided to 
tie up a few loose ends within 
my original DS library. I’ve 

had a penchant for misplacing 
those teeny-tiny DS cartridges, 
so when I've been able to find 
replacements on the cheap, 

I've snatched them up. Having 
worked at a Funcoland where 
SNES versions of the game ran 
for $80, I couldn’t pass this up 
for $20 at Best Buy recently. I 
primarily play DS games when 
I’m on a noncrowded bus, so 
my progress in this complex 
time-travel-based role-playing 
game has been slow, but I’ve got 
inspiration: The Dave Rudden 
that rented this game for weeks 
at a time during middle school 
but was unable to finish it is 
cheering me on. I can’t let him 
down. —Dave Rudden 
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Another game | used to own for 
the DS, lost, and then found on 


the cheap is Nintendo’s unique 
music mini-game compilation 
Rhythm Heaven. Unlike Chrono 
Trigger, | completed RH before. 
Having a fresh cartridge free of 
save data, however, allowed me 
to restart the game from square 
one, tackling the insanely addic- 
tive tunes and microgames when 
I have a few minutes to spare. 
My DS gaming slate until the 
3DS launch is filled with longer 
RPGs (like Suikoden Tierkreis) 
and adventure games (like 
Okamiden), so it’s nice to have 
something short and sweet to 
cleanse my portable palate. It’s 
also serving to whet my appetite 
for a music-based 3DS game— 
plz to have Elite 3D Beat Agents, 
Nintendo? —Dave Rudden 


What We’re 
Preordering 


I was recently shown Super Street 
Fighter IV 3D Edition by none 
other than Yoshohiro Ono (the 
producer of Street Fighter IV) 
himself, and I’m hoping it comes 
as close to the system’s launch 
as possible, because this is a 
hardcore fight fan’s dream. Sure, 
the system has only four face 
buttons, and the touchscreen 
quick-moves are a bit of a slap 
in the face, but Capcom has 
been able to fit so much content 
into a 3DS cart that I can’t help 
but be hyped. Just like I did 
when I received Street Fighter II 
alongside my Super Nintendo 
for Christmas in 1992, I’m plan- 
ning on exploring the depths of 
this fighter, even if I don’t have 
a joystick handy. Here’s hoping 
the 3DS’s thumbstick and the 
game’s over-the-shoulder 3D- 
friendly perspective will be as 
surprisingly conducive to the 
arcadey gameplay sessions as 
the SNES console and controller 
were. —Dave Rudden 


Every time I was able to check 
out the “Metroidvania”-style 
adventure platformer Cave 

Story during preview events and 
the like, I’ve come away pretty 
impressed. While I had planned 
on purchasing the game when it 
debuted on WiiWare, I became 
confused by choice when the 
game came to DSiWare for a 
slightly lower price. Thank- 

fully, the announcement of Cave 
Story 3DS has made the decision 
clear—I’m going to wait for the 
game's 3D upgrade. From what 
I’ve seen, NIS America will be 
working with the game’s original 
developers to integrate the 
unique pixel-style graphics into 
3D, adding a few odds and ends 
of new content along the way. As 
an early 3DS retail release, I’m 
sure it'll be far more expensive 
than the previous Nintendo 
downloadable releases, but I’m 
willing to fork out more for what 
may be the definitive version of 
this critically acclaimed adven- 
ture game. —Dave Rudden 


Looking for 
Decen 


a t 
New Wii Game... 
and Still Looking 


My poor old Wii is by far the 
most scorned of all my gaming 
systems. Not because of the 
system itself—it is clearly 
capable of delivering some truly 
great games—but because of its 
software library. I haven’t seen a 
system so burdened by mediocre 
shovelware since...well, probably 
the NES in its latter years. I love 
the idea behind the Wii control- 
lers, and I have no problem play- 
ing technically inferior games if 
they're fun. It’s just...well...Mario 
Sports Mix is a perfect case in 
point. Here we have a game that 
looks like it has all the potential 
to deliver an entertaining and 
fun experience, but instead it’s 
one-dimensional, oversimpli- 
fied, and lacks staying power. 
Sure, you could make the excuse 
that it’s a game for the kids, but 


I'd counter that view simply by 
saying just because you make 
something for kids doesn’t mean 
it has to be shallow and dull. 
And ultimately, this is what 
Mario Sports Mix is. It brings 
very little to the table that’s new 
and interesting, and it doesn’t 
really facilitate the kind of fun 
that a game like this easily 
could and should. I hoped that 
it would offer some decent en- 
tertainment, but I found barely 
an hour’s worth of amusement. 
This is especially irritating as it 
actually has some class and pol- 
ish in terms of the visuals and 
presentation: It just feels like the 
designers didn’t use enough of 
their imagination to make the 
gameplay fun. It’s almost like 
they're just not really pushing 
themselves...and all they’re do- 
ing is just pushing another game 
out of the door. —Jaz Rignall 
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MOBILE 


State 
of the 
System: 


UPCOMING MOBILE GAMES 


1. Minecraft 

2. Final Fantasy Tactics: 
War of the Lions 

3. Deathsmiles 

4. Trudy’s Mechanicals 
5. Shadow Era 


BEST-SELLING MO 


1. Angry Birds 
2. Angry Birds: 
Seasons 

3. Fruit Ninja 

4. Cut the Rope 
5. JellyCar 3 


“According to iTunes 


Overheard on Twitter 


Be Fae pera ee: Te 
rir yete® ee 


Pete Davison 
(@AngryJedi) 

Why do people get so 
excited about white 
iPhones/iPads? Of 


ALL the things to be 
excited about those 
devices, the color is 
the dullest. 


What’s Kept 
Us Playing 


You could say I’m sitting in the 
back of the “late to the party” 
train, but I only recently upgrad- 
ed to an iPhone 4, and one of the 
first things I downloaded —in 
an orgy of game downloads— 
was the superb Infinity Blade 
from Chair Entertainment and 
Epic Games. I still can’t figure 
out how they made a game look 
so good on the iPhone. Someday, 
we ll look back at it as some kind 
of watershed moment for mobile 
games, but for now, I’m having 

a blast hackin’ and slashin’ my 
way through an adventure that’s 
implicitly designed for mobile 
but is in no way an inferior ex- 
perience over any similar games 
I could play on a traditional 
console. —Tom Price 


This colorful, dual-stick retro- 
shooter is incredibly simple—it 
features action that plays out on 
a single, contained screen featur- 
ing your massively firepowered 
ship versus a huge amount of 
vector-graphic shapes that want 
to do nothing but collide with 
you. The gameplay is very close 
to my all-time favorite coin-op, 
Robotron 2084, and thanks to 
that the action is dialed up to 
insane levels, which makes I[nfin- 
ity Field one of purest, most bril- 
liant and addictive adrenaline- 
fueled arcade game I've played in 
eons. It’s not for everyone, that’s 
for sure. It’s so simple and pure, 
and the action so ultratwitch, I 
think a lot of people will find it 


total overload due to its crazy 
visuals and insane amount of 
things going on at the same 
time. But if you love seat-of-the- 
pants gaming that gets you into 
the kind of zone where you're 
not really thinking about what 
you re doing but somehow you're 
just doing it, Infinity Field deliv- 
ers, big time. Helping add a little 
extra depth to the gameplay 
is a bunch of different modes, 
competitive leaderboards, and 
a campaign mode. All conspire 
together to create a fast and furi- 
ous arcade shooter that delivers 
a hit of pure arcade gaming that 
for fans of old-school shooters is 
akin to gaming crack. 

I'm totally, totally hooked. 
—Jaz Rignall 


Top-down 360-degree shooters 
are one of my favorite genres, 
going back to Smash TV and 
even further back to games like 
Heavy Barrel and Ikari Warriors. 
So I was more than delighted to 
find a game in that same vein on 
the iPhone, and I was downright 
thrilled when I found out it was 
free. Gun Bros. has that same 
fast-paced action that you'd 
expect, with the added capability 
to unlock and upgrade to better 
equipment and even earn XP 
when your friends are playing 
through a kind of asynchronous 
multiplayer setup. The sheer 
amount of levels and enemies 
will also have you double check- 
ing your iTunes store account 

to make sure you haven't been 
charged for something, but 
nope—game is free. What a 
deal. —Tom Price 


What Pve Somehow 
Gone Back to 


When Japanese developer 
KairoSoft’s Game Dev Story made 
its debut App Store appearance 
late last year, I fell in love with 
the quirky management sim for 
weeks on end. Waiting in line at 
the grocery story or killing time 
during my morning commute, | 
spent every free second cooking 
up my next blockbuster game, 
upgrading and improving my 
studio’s staff, and thinking of 
fantastically inappropriate titles 
for my hot new releases. As fun 
as it was, though, I eventually 
burned out on Game Dev Story, 
but I never deleted it from my 
iPhone’s home screen. A few 
weeks back I found myself bored, 
slightly aimless, and increasingly 
stir-crazy on a delayed Muni 
train, and I found myself tapping 
on GDS'’s familiar icon once 
more. True, some of its quirks 
aren't quite as quirky the second 
time around, and its inconsis- 
tent staffers can oftentimes 
drive you up the wall, but it’s 
tough to deny Game Dev Story’s 
lasting, and wickedly innovative, 
appeal. —Will Herring 


When I got my first iPhone last 
year, a couple of friends recom- 
mended Tilt to Live. I gave it 
whirl, but I just didn’t see what 
made it so wonderful. Of course, 
if you die just 10 or 20 seconds 
in every time, you're not going 
to see it. But after surviving 

for a minute or two, frantically 
evading a swarm of red dots, 
you see its charm: It’s all about 
the high-score chase we loved 

in the arcade days of gaming 
(also, I enjoy watching people’s 
reactions to my hands’ gyrations 
while playing on public transpor- 
tation). My top score may never 
approach what I was once able to 
achieve in games such as Galaga 
and Phoenix, but for me, it’s 
never been about the score—it’s 
about the fun of the journey. 
—Jason Wilson 


What We’ve 
Stop Playing 


seGe & Be 


Some of my favorite role-playing 
games are first-person dungeon 
crawlers—games like the Eye 

of the Beholder series and, of 
course, Dungeon Master. When I 
learned of The Quest, a game in 
a similar vein to these beloved 
adventures of my gaming past, 
I eagerly downloaded it and 
prepared for a fanciful trip down 
memory lane. That trip, sadly, 
stalled right out of the gate. 

I found first-person controls 
unwieldly on my iPhone 3GS, 
and worse, the game crashed on 
me every five or six steps at the 
onset. I eventually made some’ 
progress, but boring quests, 
uninteresting characters, and 
tedious controls make The 
Quest a disappointment for 

me. Or does this mean that I’ve 
grown beyond the first-person 
dungeon-crawl formula (I sure 
hope not!). —Jason Wilson 


E 


State 
of the 


System: 
PC 


UPCOMING PC GAMES 


1. The Witcher 2: 
Assassins of Kings 

2. Portal 2 

3. Neverwinter 
4.Warhammer 
40,000: Space Marine 
5. Dungeons & 
Dragons: Daggerdale 


BEST-SELLING PC 


1. Call of Duty: 
Black Ops 

2. Civilization V 
3. Medieval: 
Total War 2 Gold 
4. Agricultural 
Simulator 2011 
5. Battlefield: 
Bad Company 2 


“According to 
GamesDownloads.com 


Steve Gaynor, 
(@fullbright) “good 
lord, what game ISN’T 
Telltale making?? 
http://www.euroga- 
mer.net/articles/2011- 
02-18-telltale-to-revive- 
kings-quest-series” 


What’s Kept 
Us Playing 


I've been a vocal doubter of Bio- 
Ware's ‘Shepardization” of the 
main character in Dragon Age 2. 
One of my favorite aspects of 
Dragon Age: Origins is the variety 
of opening stories you can play. 
But about 20 hours into Dragon 
Age 2, I'm happy to report my 
doubts are gone. Dragon Age 2 
uses some of the best aspects 
of my favorite game—BioWare 
classic Baldur's Gate II. At this 
point, I’ve just left the city of 
Kirkwall in the Free Marches, 
which serves as a central quest 
hub in the same manner as 
BGII’s Athkatla does. And the 
story so far has pulled me in. 

I should know better than to 
doubt the scribes at BioWare; 
I'll lash myself 40 times now for 
doing so (or go play more Dragon 
Age 2). —Jason Wilson 


I was startled to see baboons 


throwing stuff at me while 
adventuring through a savanna 
in the open-world RPG Two 
Worlds II. An animal throwing 
something? Then I took a closer 
look at the projectile...and damn, 
I couldn't believe it—baboon 
poop. Yes, the baboons behave 
just like the primates in the 
zoo; when scared, they throw 
poop at you. This isn’t the only 
draw of Two Worlds II, of course: 
The open magic system (you 
create spells from components 
you find on your travels), the 
crafting system (you can find 
recipes or attempt to brew your 
own formulations), and the silly 
localization (well, I hope it’s silly 
on purpose) make this a charm- 
ing adventure, one I’m glad I 
stumbled upon this month. 
—Jason Wilson 


I realize many think Dead Space 2 
isn't as scary as the original. Try 
playing it on a PC, guys, instead 
of a comfortable distance from 
the action on your couch. With 
the screen in your face and a set 
of surround-sound headphones 
wrapping your melon, the scares 
in Dead Space 2 are palpable— 
Necromorphs are jumping right 
at you, and the creepy corridors 
of The Spire seem even darker 
and more sinister when you've 
got a foot or so in between your 
eyes and the display. While the 
game is certainly more frantic 
than the first, the scares are 
there, and I’m glad that my gam- 
ing rig can show me those scares 
better than any console. 

—Jason Wilson 


What I Need 
to Finish 


A boyfriend cheated on me with 
The Witcher once. No, seriously— 
when he wasn't rescheduling date 
night to play the game, he was 
sneaking the book on which the 
game is based out to dinner in 
my purse. My purse—the nerve! 
Anyway, I knew the game was 
good despite a rough start with 
some technical flaws (thank god 
for patches) and lousy localiza- 
tion. I started courting my then- 
boyfriend’s mistress in Casual 
mode while he was in the shower 
or out buying groceries— but 
before I could get far enough into 
the game to start unlocking sex 
scenes, the boyfriend and I broke 
up for unrelated reasons, and 

I never saw The Witcher again. 
Now, I’m scheduled to preview 
The Witcher 2 in a few weeks, so 

I feel the need to go back to the 
game and finish what I started. 
Even if it brings up painful 
memories. —AJ Glasser 


What We’re 
Done with...for Now 


With the exception of about two weeks (I plead insanity for this), I 
kept a game of Civilization IV going on my gaming rig from its release 
in 2004 to the release of Civilization V late last year. I'd touch it a couple 
of times a week, maybe play a few hours late on a weekend. I’m finding, 
however, that I’m not as addicted to Civ V as I have been for previous 
Civs. Is it the still sometimes lame A.I. that’s bothering me? Is it that 
many Civs seems to be geared to one or two strategies? Whatever the 
reason, | think it’s time to set this game aside for a while until the 
patches deliver the promise of its current state. —Jason Wilson 


In for the Long Haul 


Even though I gave the first 
episode of Telltale Games’ Back 
to the Future series an editor’s 
choice, I worried about its lack of 
scope. The second episode didn’t 
do me any favors when it started 
off with a slog of missions set 

6 hours before the conclusion 

of the previous chapter (lamest 
time-travel trip ever). The revis- 
iting of previous events, how- 
ever, worked almost as well in 
this game as it did in Back to the 
Future II, so I gave it a pass. With 
the game employing another one 
of my favorite parts of BTTF II— 
the dystopian alternate present 
caused by errors made during 

a trip—Get Tannen got good, 
even if it didn’t have any drastic 
time shifts. Hopefully, we'll be 
seeing some of that in Episode 

3! —Dave Rudden 


ANALYSIS 


BULLET 
POINTS 


We've boileddown 
GamePro.comt’s most 
notable reviews into 
tasty bite-sized 
nuggets of goodness. 


Y¥s1&ll Chronicles 
(PSP) 


“This revamped remake 
of an action-RPG classic 
impresses with its 
updated aesthetic and 
soundtrack, but it suffers 
from archaic and unbal- 
anced core combat.” 


PROS: Packages together 
two historically significant 
classics with extras; incred- 
ible soundtrack; nicely 
retouched art. 

CONS: Archaic combat; odd 
difficulty balance; surprising 
lack of voice acting. 


Mario diehards.” 


q PROS: Easy to pick up and play; 
/ very fun when played with 
_ friends; Wi-Fi play works well. 
CONS: A little too simple; 
- computer opponent AI. is 
er phenomenally dumb 
utright cheats with little 
between; weak single-player 
odes; you must unlock extras 
n each sport separately. 


Tactics Ogre: 

Let Us | 
Together (PSP) 
“This stellar reimagining 
of astrategy-RPG classic 
shines with its expert 
English localization, en- 
gaging plot, and in-depth 
battle options.” 


PROS: Heart- and gut-wrench- 
ing story changes based on 
your actions; tons of customiza- 
tion and in-depth strategy 
options; beautiful art and 
music; the Chariot and World 
modes augment the game’s 
replayability; top-notch English 
localization. 

CONS: Combat graphics 
haven't been upgraded from 
the 16-bit original; some of the 
interfaces are cumbersome. 


wk kkk 


Test Drive 
Unlimited 2 
(PS3/360/PC) 

“It has all the basics to be 
a great game. It’s just that 
it’s not quite ready for 
primetime yet.” 


PROS: Different from most 
racing games; includes a ton of 


| challenges, a character to level, 


and items to buy and unlock. 


: CONS: The coy , tis great, but : 


pe Dre Contract 
(PS3/Xbox 360) 

“It blends some interesting 
concepts into its witch’s 
brew, but some are more 
cursed than enchanted.” 


PROS: Engaging story; two- 
character teamup gameplay; 
hacking, slashing, and magic- 
casting combat. 

CONS: When Heinrich goes 
down, so does Gretchen's 
intelligence; Quick Time Event- 
required boss battles all but 
ruin the experience. 


o.8 


_ CONS: Thin story: AL quirks; 
: unique multiplayer may n not be : 
| for everyone. — a 
tke 2k the “wow’ factor of 


- Worlds (PS3/360) © 


| ics, slick visual style, and 
| wealth of off-the-wall 


Bulletstorm 
(PS3/360/PC) 

“It goes against the grain 
of the popular norm, 
often in exciting and hi- 
larious ways, and though 
it’s not perfect, it’s still 
one hell of a ride.” 

TSS Aaa ee a El) 


PROS: Innovative “Skillshot” 


Fight Night 
bel ee 
(PS3/Xbox 360) 


“It lives up to its boastful 
billing and is easily the 
best installment in EA 
Sports’ celebrated boxing 
sim series.” 
ATT LS WO A ORE Bre TE ET 
PROS: Excellent feel and flow to 
system; hilarious dialogue; the boxing; visual tweaks make 
engaging ele from start this the best-looking entry; 

to finish. : Champion mode is a solid twist 
on the formula. 

CONS: Legacy mode needs a 
serious facelift; online modes 


EA MMA; the final boss fight 
in the game’s Champion mode 
is terribly frustrating. 

Dragon Age 2 

(PS3/360/PC C) 

“Its streamlined mechan- 

ics and more action-orient- 

ed combat should appeal 

to console players, but 

hardcore fans of PC RPGs 

may feel slight 


PROS: Combat is fast and fun 
yet retains much of its strategic 
appeal; Kirkwall serves as grand 
adventure hub in the spirit of 
Baldur's Gate II's Athkatla; Bio- 
Ware creates another memo- 
rable character in Varric. 

CONS: Game lacks “epic feel” of 
Origins; framed narrative feels 

a bit gimmicky; PC players lose 
large battlefield view of combat: 
final battle falls flat. 


Kkkk 


"Marvel vs. Capcom | 


3: Fate of Two 


Read these 


and more at 
GamePro.com. 


“This fast and furious 
follow-up impresses with 
its tight fighting mechan- 


characters.” 


| PROS: Fast, fun fighting engine; 


good variety of interesting 
characters; lots of potential for 


~ advanced strategies; distinct 


comic-influenced visual style. 
CONS: Mediocre online options; 
disappointing story; still a bit 


| too obtuse for fighting newbies | 


despite mass-appeal license, 


GAMEPRO COVERAGE IN YOUR POCKET 
“"TWENTY-FOUR/SEVEN 


GET 


GAMEPRO 
ON THE 


GO 
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YEARS 


Dishonorable discharge 
Every video-game magazine is 
guilty of putting subpar games 
on their cover. While sometimes 
misguided about seemingly 
promising products (like Termi- 
nator: Salvation in 2009), we have 
no excuse for enshrining the 
stars of Army Men spinoff Portal 
Runner in 2001. The editor’s 
letter even called out the dubious 
quality of the franchise, serving 
as something of a veiled warning. 
Still, we profusely apologize to 
anyone who bought the game 

on our cover’s recommendation. 
Please forgive us. 


YEARS 
AGO IN 


ee Bel ees errs tar 


AE 


D'oh! 

The April 1991 issue featured 
many reviews of what turned 
out to be classic games. Though 
Ghouls ‘n Ghosts, Joe Montana 
Football, and Double Dragon III 
were all rated, the top-reviewed 
game 20 years ago was Bart vs. 
The Space Mutants. Nowadays, we 
look less than fondly at BVTSM, 
given how the game set forth 
two decades of subpar Simpsons 
games upon the masses. 


Endings and beginnings 
While beloved by its fans, 
mounting debts at Sega and 

new competitors on the horizon 
meant that the Dreamcast was 
not long for this world. In an in- 
terview with then-Sega President 
Peter Moore, he rationalized the 
decision by calling games the 
company’s “core competency.” 
Given Sega's output since then, 
wed argue otherwise. The issue 
looked at the Xbox’s hardware 
specs but relegated Nintendo’s 
next console to the LamePro sec- 
tion, dubbing it the...wait for it... 
LameCube. Sigh. 


a Misses orp tanimites. Mem ACEY STL, VSYCRCAVGTIG, KEVERKE . 
wove as the Genesis and the Deacon, and Leader Board Golf. 
8, The unit has a 3.2 inch th eee tes 
olor LCD that displays: 160 a 
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Pretenders to the throne 
In addition to new details on the 
Super NES, this issue’s coverage 
of the Consumer Electronics 
Show cited the expo’s gaming 
cachet. It would later spin off as 
E3. “The Cutting Edge” section 
featured big news regarding 
competitors to the Game Boy’s 
market dominance. The Game 
Gear was announced at $150, 
while the Atari Lynx had a rede- 
sign and a price drop to $100. 
Neither made much of a dent in 
Nintendo’s portable juggernaut. 
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Sails this issu 
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Let’s play three! 

Given the exclusivity contracts 
that restrict the release of MLB 
games these days, it’s odd to 
see how many baseball games 
publishers pumped out in the 
past. Even stranger: None of 
these franchises lasted into 
the second-half of the decade. | 
GamePro’'s “Sports Pages” hadthe 
best impressions of EA’s Triple | 
Play while finding fault with | 
Acclaim’s All-Star Baseball 2002. | 
The wild card was 3D0’s High | 
Heat Major League Baseball 2002, 
which ended up being as critically 
acclaimed as its name is long. | 


+ tO Movs = ° 


Delayed reply 

In this era of GameFAQs and 
video walkthroughs on YouTube, 
it’s easy to forget how difficult 

it was getting video-game tips 
two decades ago. Let “Ask the 
Readers” serve as proof of the 
arduousness of the process. 

In the January 1991 issue of 
GamePro, we called for readers to 
provide solutions to two perplex- 
ing problems sent in by readers. 
By the time the April issue rolled | 
around, two winning answers | 
had been found, givingthesetwo 
gamers their requested hints a 

mere six months after they asked 

for them. 


toodles for now | 
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70+ Original Champions Multiple Playable Maps Competitive Fun for All Skill Levels 


Choose from over 70 original champions Choose from the original 5v5 map for epic Grab any number of friends and get 
with more being added each month. Every team-based battles, or jump into the 3v3 quickly matched with similarly skilled 
champion has its own unique style, abilities, map for a fast-paced competitive game, teammates and opponents in combat. 

and gameplay mechanics ~ from tanks with more content to come. Level up for entry into the highly 
and support to casters, mages, and competitive ranked ladder matches 
stealth characters. complete with Draft Mode. 


és and Riot Games Inc. are trademarks or registered trademarks of 
ne Entertainment Software Association. All rights reserved. 


